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ABSTRACT

The present disclosure provides a gaming system and method
providing a fantasy sports game. The gaming system enables
a player to create a fantasy sports team associated with a
sports league, select one or more athletes who play or have

mance data and determines an athlete score of that athl
based on the simulated performance. The gaming system
determines a total team score for each team. The gaming
system determines which of the teams has the highest total

team score, 1dentifies that team as the winner, and provides
one or more awards to the winning team.
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GAMING SYSTEM AND METHOD
PROVIDING A FANTASY SPORTS GAME

PRIORITY CLAIM

This application 1s a non-provisional of, and claims priority
to and the benefit of, U.S. Provisional Patent Application No.
61/462,462, filed on Feb. 3, 2011, the entire contents of which

are incorporated herein by reference.

COPYRIGHT NOTICE

A portion of the disclosure of this patent document con-
tains or may contain material which 1s subject to copyright
protection. The copyright owner has no objection to the pho-
tocopy reproduction by anyone of the patent document or the
patent disclosure in exactly the form it appears in the Patent
and Trademark Office patent file or records, but otherwise
reserves all copyright rights whatsoever.

BACKGROUND

Fantasy sports leagues corresponding to real-life sports
leagues, such as fantasy football leagues corresponding to the
National Football League (NFL ) and fantasy baseball leagues
corresponding to Major League Baseball (MLB), are
extremely popular among sports enthusiasts. A typical fan-
tasy sports league 1s operated concurrently with and associ-
ated with an entire season of or a portion of an entire season
of the sports league with which the fantasy sports league 1s
associated. For example, one known fantasy football league
begins contemporaneously with the first week of the NFL
regular season and ends upon completion of the last week of
the NFL regular season. A typical fantasy sports league
includes several teams, each of which 1s managed by a dii-
terent player. Each of the teams includes several athletes who
play 1n the sports league with which the fantasy sports league
1s associated. For example, teams in fantasy football leagues
include athletes who play 1n the NFL.

Players of a typical fantasy sports league recerve scores for
their fantasy sports teams based solely on the real-life perior-
mance of the athletes on the players’ teams during the season
or the portion of the season of the sports league with which the
fantasy sports league 1s associated. While the calculation of
the scores varies among different types of fantasy sports
leagues, 1n general the score for an athlete on a fantasy sports
team 1s a linear function of various performance characteris-
tics or statistics of that athlete 1n each game during the season
of the sports league 1n which the athlete plays. In a typical
fantasy sports league, a prize or an award 1s provided to the
fantasy sports teams having the highest score during the sea-
SOn.

In certain other known fantasy sports leagues, teams
including one or more real-life athletes compete against one
another 1 simulated games. For example, 1n one such fantasy
tootball league, one team competes against another team 1n a
simulated football game wherein events that occur during the
tootball game are simulated and the outcome of the football
game 1s simulated. In these known fantasy sports leagues,
such simulations are typically performed based on the his-
torical performance of one or more of the athletes on the
teams.

Certain known video games are also configured to simulate
the outcome of a sporting event. Such known video games
typically simulate the outcome of the sporting event by simu-
lating events within the sporting event using a probability
distribution derived from historical performance of real-life
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athletes. More specifically, such known video games simulate
the events within the sporting event using a probabaility dis-
tribution dertved from historical performance of real-life ath-
letes who are represented 1n the sporting event.

There 1s a continuing need to provide new and exciting
fantasy sports games employing simulated outcomes based
on athletes’ historical performances to eliminate the depen-
dence of typical fantasy sports leagues on the schedules of
sports leagues with which they are associated while still pro-
viding players an entertaining, realistic experience.

SUMMARY

Various embodiments of the present disclosure provide a
gaming system and method providing a fantasy sports game.
In general, the gaming system 1s configured to enable a player
to create a fantasy sports team associated with a real-life

sports league. The gaming system enables the player to select
one or more real-life athletes who play or have played 1n that
sports league to include on the player’s fantasy sports team.
The gaming system enables the player to enter the player’s
fantasy sports team 1nto a competition i which the player’s
fantasy sports team competes against one or more other fan-
tasy sports teams that each include one or more of the athletes
who play or have played 1n that sports league. For each of the
fantasy sports teams in the competition, for one or more of the
athletes on that fantasy sports team, the gaming system: (a)
determines a cumulative simulated performance of that ath-
lete for the competition based at least 1n part on designated
historical performance data of that athlete over a designated
period, and (b) determines a cumulative athlete score of that
athlete for the competition based on the cumulative simulated
performance of that athlete. For each of the fantasy sports
teams 1n the competition, the gaming system determines a
total team score associated with that fantasy sports team by
summing the cumulative athlete scores of one or more of the
athletes on that fantasy sports team. The gaming system deter-
mines which of the fantasy sports teams in the competition
has the highest total team score, and identifies that fantasy
sports team as the winner of the competition.

Additional features and advantages are described herein,
and will be apparent from, the following Detailed Description
and the Figures.

BRIEF DESCRIPTION OF THE FIGURES

FIG. 1 1s a schematic block diagram of one embodiment of
a network configuration for a user device and a central con-
troller, central server, or remote host of one embodiment of
the gaming system disclosed herein.

FIG. 2 1s a schematic block diagram of one embodiment of
an electronic configuration for one of the user devices of the
gaming system disclosed herein.

FIG. 3 1s a flowchart 1illustrating an example method of
operating a gaming system of one embodiment of the present
disclosure.

FIG. 4A 1s a schematic block diagram of another embodi-
ment of a network configuration for two user devices and a
central controller, central server, or remote host of another
embodiment of the gaming system disclosed herein.

FIGS. 4B, 4C, 4D, 4E, 4F, and 4G are front views of the
user devices of F1G. 4A, and illustrate an example on-demand
competition between fantasy sports teams of two players.

FIG. 5 1llustrates a front view of a display device of an
example user device of the present disclosure displaying an
active athlete position selection screen that enables a player to
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select which of the athletes on the player’s fantasy sports team
to assign to the active athlete positions of the player’s fantasy

sports team.

FI1G. 6 1llustrates a front view of a display device of another
example user device of the present disclosure displaying a
competition screen for a first player who has entered a fantasy
sports team 1nto a competition against a fantasy sports team of
a second player.

FI1G. 7 1s aflowchart 1llustrating an example of a method for
determining individual competition events for one or more
athletes occupying one or more active athlete positions of one
or more fantasy sports teams 1n a competition.

FI1G. 8 1s aflowchart illustrating an example of a method for
enabling a player to create a fantasy sports team and select
athletes to include on the player’s fantasy sports team.

FI1G. 9 1s aflowchart 1llustrating an example of a method for
operating a competition that begins at a first predetermined
time and ends at a second subsequent predetermined time.

FI1G. 10 1s a flowchart illustrating an example of a method
for enabling a player to create an on-demand competition and
invite opponents to join the player in the on-demand compe-
tition, and for operating the on-demand competition.

FIG. 11 1s a flowchart 1llustrating an example of a method
for enabling a player to create a fantasy sports team and select
athletes to occupy the active and mactive athlete positions on
the player’s fantasy sports team.

FI1G. 12 1s a flowchart illustrating an example of a method
for enabling a player to create an on-demand competition and
invite opponents to join the player in the on-demand compe-
tition, for operating the on-demand competition, and for
enabling a player to swap an athlete occupying an active
athlete position of that player’s fantasy sports team with an
athlete occupying an 1nactive athlete position of that player’s
fantasy sports team.

DETAILED DESCRIPTION

Gaming Systems

The present disclosure contemplates a variety of different

gaming systems each having one or more of a plurality of

different features, attributes, or characteristics. It should be
appreciated that a “gaming system™ as used herein refers to
various configurations of: (a) one or more central servers,
central controllers, or remote hosts; and/or (b) one or more
user devices, such as desktop computers, laptop computers,
tablet computers or computing devices, personal digital assis-
tants (PDAs), mobile telephones such as smart phones, and
other mobile computing devices.

Thus, 1n various embodiments, the gaming system of the
present disclosure includes: (a) one or more user devices in
combination with one or more central servers, central con-
trollers, or remote hosts; (b) a single user device; (c¢) a plural-
ity of user devices in combination with one another; (d) a
single central server, central controller, or remote host; and/or
(¢) a plurality of central servers, central controllers, or remote
hosts 1n combination with one another.

As noted above, 1n various embodiments the gaming sys-
tem includes a user device in combination with a central
server, central controller, or remote host. In such embodi-
ments, the user device 1s configured to communicate with the
central server, central controller, or remote host through a
data network or remote communication link. In certain such
embodiments, the user device 1s configured to communicate
with another user device through the same data network or
remote communication link or through a different data net-
work or remote communication link. For example, the gam-
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ing system 1illustrated in FIG. 1 includes a user device 10 that
1s configured to communicate with a central server, central
controller, or remote host 56 through a data network 38.

In certain embodiments i which the gaming system
includes a user device in combination with a central server,
central controller, or remote host, the central server, central
controller, or remote host 1s any suitable computing device
(such as a server) that includes at least one processor and at
least one memory device or storage device. As further
described below, the user device includes at least one user
device processor configured to transmit and receive data or
signals representing events, messages, commands, or any
other suitable information between the user device and the
central server, central controller, or remote host. The at least
one processor of that user device 1s configured to execute the
events, messages, or commands represented by such data or
signals 1n conjunction with the operation of the user device.
Moreover, the at least one processor of the central server,
central controller, or remote host s configured to transmit and
receive data or signals representing events, messages, com-
mands, or any other suitable information between the central
server, central controller, or remote host and the user device.
The at least one processor of the central server, central con-
troller, or remote host 1s configured to execute the events,
messages, or commands represented by such data or signals
in conjunction with the operation of the central server, central
controller, or remote host. It should be appreciated that one,
more, or each of the functions of the central server, central
controller, or remote host may be performed by the at least
one processor of the user device. In one example including a
plurality of user devices 1n communication with one another
via a peer-to-peer configuration, one of the user devices
includes a “host” function such that that user device performs
one or more functions of the central server, central controller,
or remote host. It should be further appreciated that one,
more, or each of the functions of the at least one processor of
the user device may be performed by the at least one processor
of the central server, central controller, or remote host.

In certain such embodiments, computerized instructions
for controlling the fantasy sports game displayed by the user
device are executed by the central server, central controller, or
remote host. In such “thin client” embodiments, the central
server, central controller, or remote host remotely controls the
fantasy sports game (or other suitable interfaces) displayed by
the user device, and the user device 1s utilized to display the
fantasy sports game (or suitable interfaces) and to recerve one
or more inputs or commands. In other such embodiments,
computerized 1nstructions for controlling the fantasy sports
game displayed by the user device are communicated from
the central server, central controller, or remote host to the user
device and are stored 1n at least one memory device of the user
device. In such “thick client” embodiments, the at least one
processor of the user device executes the computerized
instructions to control the fantasy sports game (or other suit-
able mterfaces) displayed by the user device.

In various embodiments 1n which the gaming system
includes a plurality of user devices, one or more of the user
devices are thin client user devices and one or more of the user
devices are thick client user devices. In other embodiments 1n
which the gaming system includes one or more user devices,
certain functions of one or more of the user devices are
implemented 1n a thin client environment, and certain other
functions of one or more of the user devices are implemented
in a thick client environment. In one such embodiment 1n
which the gaming system includes a user device and a central
server, central controller, or remote host, computerized
instructions for controlling certain features of the fantasy
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sports game displayed by the user device are communicated
from the central server, central controller, or remote host to
the user device 1n a thick client configuration, and computer-
1zed mstructions for controlling other features of the fantasy
sports game displayed by the user device are executed by the
central server, central controller, or remote host 1n a thin client
configuration.

In certamn embodiments in which the gaming system
includes: (a) a user device configured to communicate with a
central server, central controller, or remote host through a
data network; and/or (b) a plurality of user devices configured
to communicate with one another through a data network, the
data network 1s a local area network (LAN) in which the user
devices are located substantially proximate to one another
and/or the central server, central controller, or remote host. In
other embodiments 1n which the gaming system includes: (a)
a user device configured to communicate with a central
server, central controller, or remote host through a data net-
work; and/or (b) a plurality of user devices configured to
communicate with one another through a data network, the
data network 1s a wide area network (WAN) in which one or
more of the user devices are not necessarily located substan-
tially proximate to another one of the user devices and/or the
central server, central controller, or remote host. It should be
appreciated that 1n certain embodiments 1n which the data
network 1s a WAN, the gaming system includes a central
server, central controller, or remote host and a user device
cach located 1n a different gaming establishment 1n a same
geographic area, such as a same city or a same state. It should
be appreciated that gaming systems in which the data network
1s a WAN are substantially identical to gaming systems 1n
which the data network 1s a LAN, though the quantity of user
devices 1n such gaming systems may vary relative to one
another.

In further embodiments in which the gaming system
includes: (a) a user device configured to communicate with a
central server, central controller, or remote host through a
data network; and/or (b) a plurality of user devices configured
to communicate with one another through a data network, the
data network 1s an internet or an intranet. In certain such
embodiments, an internet browser of the user device 1s usable
to access an internet game page from any location where an
internet connection 1s available. In one such embodiment,
alter the mternet game page 1s accessed (such as through a
social networking website or through an application on a
smart phone), the central server, central controller, or remote
host identifies a player prior to enabling that player to utilize
any features of the fantasy sports game (e.g., prior to enabling
a player to create a fantasy sports team and/or enter a fantasy
sports team 1nto a competition). In one example, the central
server, central controller, or remote host 1dentifies the player
by requiring a player account of the player to be logged 1nto
via an mput of a unique username and password combination
assigned to the player. It should be appreciated, however, that
the central server, central controller, or remote host may 1den-
tify the player in any other suitable manner, such as by vali-
dating a unique player identification number associated with
the player by the central server, central controller, or remote
host.

It should be appreciated that the central server, central
server, or remote host and the user device are configured to
connect to the data network or remote communications link 1n
any suitable manner. In various embodiments, such a connec-
tion 1s accomplished via: a conventional phone line or other
data transmission line, a digital subscriber line (DSL), a T-1
line, a coaxial cable, a fiber optic cable, a wireless or wired
routing device, a mobile communications network connec-

10

15

20

25

30

35

40

45

50

55

60

65

6

tion (such as a cellular network or mobile iternet network),
or any other suitable medium. It should be appreciated that
the expansion 1n the quantity of computing devices and the
quantity and speed of internet connections in recent vears
increases opportunities for players to use a variety of user
devices to play games from an ever-increasing quantity of
remote sites. It should also be appreciated that the enhanced
bandwidth of digital wireless communications may render
such technology suitable for some or all communications,
particularly 11 such communications are encrypted. Higher
data transmission speeds may be useful for enhancing the
sophistication and response of the display and interaction
with players.

User Device Client Components

In various embodiments, a user device includes at least one
processor configured to operate with at least one memory
device, at least one mput device, and at least one output
device. The at least one processor may be any suitable pro-
cessing device or set of processing devices, such as a micro-
processor, a microcontroller-based platform, a suitable inte-
grated circuit, or one or more application-specific integrated
circuits (ASICs). FIG. 2 1llustrates an example user device
including a processor 12.

As generally noted above, the at least one processor of the
user device 1s configured to communicate with, configured to
access, and configured to exchange signals with at least one
memory device or data storage device. In various embodi-
ments, the at least one memory device of the user device
includes random access memory (RAM), which can include
non-volatile RAM (NVRAM), magnetic RAM (MRAM),
terroelectric RAM (FeRAM), and other forms as commonly
understood in the gaming industry. In other embodiments, the
at least one memory device includes read only memory
(ROM). In certain embodiments, the at least one memory
device of the user device includes flash memory and/or
EEPROM (electrically erasable programmable read only
memory). The example user device illustrated 1n FIG. 2
includes a memory device 14. It should be appreciated that
any other suitable magnetic, optical, and/or semiconductor
memory may operate in conjunction with the user device
disclosed herein.

In certain embodiments, as generally described above, the
at least one memory device of the user device stores program
code and mstructions executable by the at least one processor
ol the user device to control the user device. The at least one
memory device of the user device also stores other operating
data, such as 1mage data, event data, input data, random
number generators (RNGs) or pseudo-RNGs, and/or appli-
cable game rules that relate to the play the fantasy sports game
on the user device. In certain embodiments, part or all of the
program code and/or the operating data 1s downloaded to the
at least one memory device of the user device through any
suitable data network described above (such as an internet or
intranet).

In various embodiments, the user device includes one or
more input devices. The mput devices may include any suit-
able device that enables an 1nput signal to be produced and
received by the at least one processor of the user device. The
example user device illustrated 1n FIG. 2 includes at least one
input device 30. One input device of the user device 1s a
payment device configured to communicate with the at least
one processor of the user device to fund the user device. The
example user device 1llustrated 1n FIG. 2 includes a payment
device 24. In one embodiment, the user device includes a
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payment device configured to enable the user device to be
funded via an electronic funds transfer, such as a transfer of

funds from a bank account.

In certain embodiments, one input device of the user device
1s a touch-screen coupled to a touch-screen controller or other
touch-sensitive display overlay to enable interaction with any
images displayed on a display device (as described below).
One such mput device 1s a conventional touch-screen button
panel. The touch-screen and the touch-screen controller are
connected to a video controller. In these embodiments, sig-
nals are input to the user device by touching the touch screen
at the appropriate locations. The example user device 1llus-
trated 1n FIG. 2 includes a touch screen 42 coupled to a touch
screen controller 44 and connected to a video controller 46.

In various embodiments, the user device includes one or
more output devices. One or more output devices of the user
device are one or more display devices configured to display
the fantasy sports game and any suitable information associ-
ated with such game(s). The example user device 1llustrated
in FIG. 2 includes display devices 16, 18, and 40. In various
embodiments, the display devices include, without limita-
tion: a monitor, a television display, a plasma display, a liquid
crystal display (LCD), a display based on light emitting
diodes (LEDs), a display based on a plurality of organic
light-emitting diodes (OLEDs), a display based on polymer
light-emitting diodes (PLEDs), a display based on a plurality
of surface-conduction electron-emitters (SEDs), a display
including a projected and/or reflected 1mage, or any other
suitable electronic device or display mechanism. In certain
embodiments, as described above, the display device includes
a touch-screen with an associated touch-screen controller. It
should be appreciated that the display devices may be of any
suitable sizes, shapes, and configurations.

In various embodiments, one output device of the user
device 1s a payout device. In one embodiment, the user device
includes a payout device configured to fund a bank account
via an electronic funds transier.

In certain embodiments, one output device of the user
device 1s a sound generating device controlled by one or more
sound cards. In one such embodiment, the sound generating
device 1ncludes one or more speakers or other sound gener-
ating hardware and/or software for generating sounds, such as
by playing music for the fantasy sports game. The example
user device illustrated in FIG. 2 includes speakers 50 con-
nected to a sound card 48. In another such embodiment, the
user device provides dynamic sounds coupled with attractive
multimedia 1mages displayed on one or more of the display
devices to provide an audio-visual representation or to other-
wise display tull-motion video with sound to attract players to
the user device.

In various embodiments, the user device includes a plural-
ity of communication ports configured to enable the at least
one processor of the user device to communicate with and to
operate with external peripherals, such as touch screens,
touchpads, and wireless communication devices.

General Operation of Fantasy Sports Game

In various embodiments, a user device may be imple-
mented 1 one of a variety of different configurations. In
various embodiments, the user device may be implemented as
one of: (a) a dedicated user device wherein computerized
game programs executable by the user device for controlling
the fantasy sports game displayed by the user device are
provided with the user device prior to delivery to a gaming,
establishment or prior to being provided to a player; and (b) a
changeable user device wherein computerized game pro-

5

10

15

20

25

30

35

40

45

50

55

60

65

8

grams executable by the user device for controlling the fan-
tasy sports game displayed by the user device are download-
able to the user device through a data network or remote
communication link after the user device 1s physically located
in a gaming establishment or after the user device 1s provided
to a player.

As generally explained above, 1n various embodiments 1n
which the gaming system includes a central server, central
controller, or remote host and a changeable user device, the at
least one memory device of the central server, central con-
troller, or remote host stores game programs and instructions
executable by the at least one processor of the changeable
user device to control the fantasy sports game displayed by
the changeable user device. In operation of such embodi-
ments, the central server, central controller, or remote host 1s
configured to communicate one or more of the stored execut-
able game programs to the at least one processor of the
changeable user device. In different embodiments, a stored
executable game program 1s communicated or delivered to
the at least one processor of the changeable user device by: (a)
embedding the executable game program 1n a device or a
component (such as a microchip to be inserted into the
changeable user device); (b) writing the executable game
program onto a disc or other media; or (¢) uploading or
streaming the executable game program over a data network
(such as a dedicated data network). After the executable game
program 1s communicated from the central server, central
controller, or remote host to the changeable user device, the at
least one processor ol the changeable user device executes the
executable game program to enable the fantasy sports game
associated with that executable game program to be played
using the display device(s) and/or the input device(s) of the
changeable user device.

In certain embodiments, the gaming system randomly
determines any game outcome(s) for a play of a primary
game. In certain such embodiments, this random determina-
tion 1s provided through utilization of an RNG, such as a true
RNG or a pseudo RNG, or any other suitable randomization
process. In one such embodiment, each game outcome 1s
associated with a probability, and the gaming system gener-
ates the game outcome(s) to be provided based on the asso-
ciated probabilities. In these embodiments, since the gaming
system generates game outcomes and/or awards randomly or
based on one or more probability calculations, there 1s no
certainty that the gaming system will ever provide any spe-
cific game outcome and/or award.

In various embodiments, and as discussed 1n more detail
below, the gaming system determines, for each fantasy sports
team 1n a competition, for each athlete on that fantasy sports
team, a cumulative simulated performance of that athlete
based on designated historical performance data of that ath-
lete and probability data, such as a probability distribution
(explained below). In one such embodiment, this determina-
tion 1s provided through utilization of a random number gen-
erator (RING), such as a true RNG, a pseudo RNG, or other
suitable randomization process. In another such embodiment,
this determination 1s provided at least 1n part based on a
random action performed by a player.

In various embodiments, the gaming system includes one
or more player tracking systems. Such player tracking sys-
tems enable operators of the gaming system to recognize the
value of customer loyalty by identilying frequent customers
and rewarding them for their patronage. Such a player track-
ing system 1s configured to track a player’s gaming activity. In
such embodiments, during one or more gaming sessions, the
gaming system tracks any suitable information or data, such
as any fees paid, a quantity of competitions entered, and/or an
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amount of any fees paid. In different embodiments, for one or
more players, the player tracking system includes the player’s

account number, the player’s card number, the player’s birth-
day, the player’s anniversary, the player’s recent gaming ses-
sions, or any other suitable data. At least U.S. Pat. Nos.
6,722,985; 6,908,387, 7,311,605;7,611,411;7,617,151; and
8,057,298 describe various examples of player tracking sys-
tems.

Fantasy Sports Game

Various embodiments of the present disclosure provide a
gaming system and method providing a fantasy sports game.
In general, the gaming system 1s configured to enable a player
to create a fantasy sports team associated with a real-life
sports league (referred to herein as a “sports league™). The
gaming system enables the player to select one or more real-
life athletes (referred to herein as “athletes™) who play or have
played in that sports league to include on the player’s fantasy
sports team. The gaming system enables the player to enter
the player’s fantasy sports team into a competition 1n which
the player’s fantasy sports team competes against one or more
other fantasy sports teams that each include one or more of the
athletes who play or have played 1n that sports league. For
cach of the fantasy sports teams 1n the competition, for one or
more of the athletes on that fantasy sports team, the gaming,
system: (a) determines a cumulative simulated performance
of that athlete for the competition based at least 1n part on
designated historical performance data of that athlete over a
designated period, and (b) determines a cumulative athlete
score of that athlete for the competition based on the cumu-
lative simulated performance of that athlete. For each of the
fantasy sports teams in the competition, the gaming system
determines a total team score associated with that fantasy
sports team by summing the cumulative athlete scores of one
or more of the athletes on that fantasy sports team. The gam-
ing system determines which of the fantasy sports teams 1n
the competition has the highest total team score, and identifies
that fantasy sports team as the winner of the competition.

As generally explained above, the gaming system enables
a player to create a fantasy sports team associated with one or
more professional, semi-proiessional, amateur, or other real-
life sports leagues, such as (but not limited to): the Associa-
tion of Volleyball Professionals (AVP), the Canadian Football
League (CFL), the English Premier League, independent
baseball leagues, the Kontinental Hockey League (KHL), the
Ladies Professional Golf Association (LPGA), Major League
Baseball (MLB), Major League Soccer (MLS), minor league
baseball leagues, Mixed Martial Arts (MMA), NASCAR, the
National Basketball Association (NBA), the National Foot-
ball League (NFL), the National Hockey League (NHL), the
Protfessional Golf Association (PGA), the Women’s National
Basketball Association (WNBA), and Women’s Professional
Soccer (WPS).

In certain embodiments, the gaming system enables the
player to create a fantasy sports team associated with a single
designated one of the sports leagues. In these embodiments,
as explained in detail below, the gaming system enables the
player to select only athletes who play 1n the designated one
of the sports leagues to include on the player’s fantasy sports
team. For example, the gaming system enables the player to
create a fantasy sports team associated with the NFL. In this
example, the gaming system enables the player to select only
athletes who play 1n the NFL to include on the player’s
fantasy sports team. That 1s, 1n this example, the player’s
fantasy sports team does not include athletes who only play

in: (a) the NHL, (b) MLB, (¢) the NBA, or (d) any of the other
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sports leagues. In other embodiments, the gaming system
enables the player to create a fantasy sports team associated
with a plurality of the sports leagues. In these embodiments,
as explained 1n detail below, the gaming system enables the
player to select athletes who play 1n one or more of the
plurality of the sports leagues to include on the player’s
fantasy sports team. For example, the gaming system enables
the player to create a fantasy sports team associated with the
NFL, the NHL, the MLB, and the NBA. In this example, the
gaming system enables the player to select two athletes who
play in the NFL, three athletes who play in the NHL, two
athletes who play 1n the MLB, and four athletes who play 1n
the NBA to include on the player’s fantasy sports team. In
further embodiments, the gaming system enables the player
to create a fantasy sports team associated with a plurality of
the sports leagues, wherein each of the plurality of the sports
leagues 1s associated with a same sport. In these embodi-
ments, as explained in detail below, the gaming system
enables the player to select athletes who play 1n the plurality
of the sports leagues to include on the player’s fantasy sports
team. For example, the gaming system enables the player to
create a fantasy sports team associated with the NHL and the
American Hockey League (AHL), each of which is associ-
ated with the sport of hockey. In this example the gaming
system enables the player to select athletes from the NHL,
AHL, or both to include on the player’s fantasy sports team.

In various embodiments, a fantasy sports team includes a
designated quantity of each of one or more of a plurality of
athlete positions. In one embodiment, the designated quantity
1s the same for each of the athlete positions. In another
embodiment, the designated quantity 1s diflerent for at least
two of the athlete positions. Generally, each of the athlete
positions 1s configured to be occupied by one of the athletes
on the player’s fantasy sports team, as further described
below. More specifically, each athlete position 1s typically a
position configured to be occupied by one or more athletes
who play 1 the sports league or leagues with which the
fantasy sports team 1s associated. For example, a fantasy
sports team associated with the NFL includes a designated
quantity of each of one or more of the following athlete
positions: a quarterback athlete position, a running back ath-
lete position, a wide receiver athlete position, a tight end
athlete position, a kicker athlete position, a defense/special
teams athlete position, and a bench athlete position. In one
instance, a fantasy sports team associated with the NFL
includes the following designated quantities of the following
athlete positions: one quarterback athlete position, two run-
ning back athlete positions, three wide recerver athlete posi-
tions, one tight end athlete position, one kicker athlete posi-
tion, one defense/special teams athlete position, and four
bench athlete positions. It should be appreciated that certain
of the athlete positions are configured to be occupied by a
group including a plurality of athletes. For example, the
defense/special teams athlete position 1s configured to be
occupied by a group of athletes, which 1s typically a group
including the defensive athletes of a given team of the NFL. In
another example, the wide receiver athlete position 1s config-
ured to be occupied by a group of athletes, which 1s typically
a group including all of the wide receivers of a given team of
the NFL.

As generally discussed above, each of the athlete positions
of a fantasy sports team 1s configured to be occupied by one of
the athletes of the player’s fantasy sports team. In certain
embodiments, each of the athletes that the gaming system
enables the player to select to include on the player’s fantasy
sports team, as discussed below, 1s associated with an athlete
position eligibility. The athlete position eligibility of an ath-
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lete determines which of the athlete positions of a fantasy
sports team that that athlete 1s configured to occupy. For
example, the gaming system enables a player to select athlete
Max Hannon to include on the player’s fantasy sports team,
which 1s associated with the NFL. Athlete Max Hannon has
running back athlete position eligibility and wide receiver
athlete position eligibility. Thus, 1n this example, if the player
selects athlete Max Hannon to include on the player’s fantasy
sports team, the gaming system enables athlete Max Hannon
to occupy either the running back athlete position or the wide
receiver athlete position of the player’s fantasy sports team.

In various embodiments, certain of the athlete positions are
active athlete positions, and certain of the athlete positions are
inactive athlete positions. As explained in detail below, for
cach fantasy sports team 1n a competition, the total team score
for that fantasy sports team at the conclusion of the competi-
tion 1s based at least 1n part on the cumulative athlete scores of
athletes occupying active athlete positions of that fantasy
sports team, and not based on the cumulative athlete scores of
athletes occupying 1nactive athlete positions of that fantasy
sports team. In one example in which a fantasy sports team 1s
associated with the NFL, the quarterback athlete position, the
running back athlete position, the wide receiver athlete posi-
tion, the tight end athlete position, the kicker athlete position,
and the defense/special teams athlete position are each active
athlete positions, and the bench athlete position 1s an 1nactive
athlete position.

Once the gaming system has created a player’s fantasy
sports team that: (a) 1s associated with one or more sports
leagues, and (b) includes a designated quantity of each of one
or more of a plurality of athlete positions associated with
those one or more sports leagues, the gaming system enables
the player to select one or more athletes who play or have
played in those sports leagues to include on the player’s
fantasy sports team. In one embodiment, the gaming system
enables the player to select one or more athletes who currently
play in those sports leagues to include on the player’s fantasy
sports team. In another embodiment, the gaming system
enables the player to select one or more athletes who previ-
ously played in those sports leagues to include on the player’s
fantasy sports team. For example, the gaming system enables
the plaver to select only retired athletes to include on the
player’s fantasy sports team. In a further embodiment, the
gaming system enables the player to select one or more ath-
letes who currently play 1n those sports leagues to include on
the player’s fantasy sports team and one or more athletes who
previously played in those sports leagues to include on the
player’s fantasy sports team. For example, the gaming system
enables the player to select a designated quantity of current
athletes and a designated quantity of retired athletes to
include on the player’s fantasy sports team.

In certain embodiments, the gaming system enables the
player to select a quantity of athletes equal to the quantity of
athlete positions of the player’s fantasy sports team. For
example, 1f a player’s fantasy sports team includes thirteen
athlete positions, the gaming system enables the player to
select thirteen athletes, one for each of the athlete positions. It
should be appreciated that, 1n other embodiments, the gaming
system enables a player to select a quantity of athletes that 1s:
(a) less than the quantity of athlete positions of the player’s
fantasy sports team, or (b) greater than the quantity of athlete
positions of the player’s fantasy sports team.

In one embodiment, the gaming system requires a player to
select the athletes to include on the player’s fantasy sports
team such that each of the active athlete positions of the
player’s fantasy sports team 1s configured to be occupied by a
different one of the selected athletes. For example, 1f a play-
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er’s fantasy sports team includes one quarterback active ath-
lete position, two running back active athlete positions, three
wide receiver active athlete positions, one tight end active
athlete position, one kicker active athlete position, one
defense/special teams active athlete position, and four bench
inactive athlete positions, the gaming system requires the
player to select athletes to include on the player’s fantasy
sports team such that a different selected athlete occupies
cach of: the one quarterback active athlete position, the two
running back active athlete positions, the three wide receiver
active athlete positions, the one tight end active athlete posi-
tion, the one kicker active athlete position, and the one
defense/special teams active athlete position. In other words,
in this embodiment the player must select athletes such that,
alter selection 1s complete, all of the active athlete positions of
the player’s fantasy sports team may be simultaneously occu-
pied by athletes having the requisite athlete position eligibil-
ity. It should be appreciated that, 1n another embodiment, the
gaming system does not include such a requirement. For
example, although it may not be beneficial to the player 1n
some 1nstances, the gaming system enables a player to select
thirteen athletes having only running back athlete position
cligibility.

In various embodiments, the gaming system enables a
player to select athletes to include on the player’s fantasy
sports team independent of any selection of any athletes to
include on any other fantasy sports teams. It should thus be
appreciated that, in these embodiments, a plurality of fantasy
sports teams associated with a same one of or a same plurality
of the sports leagues may each include a same one of the
athletes. In one such embodiment, the gaming system enables
a designated quantity of the fantasy sports teams to include a
same one of the athletes, the designated quantity being less
than the quantity of fantasy sports teams. It should also be
appreciated, however, that 1in certain of these embodiments a
single fantasy sports team may not include a plurality of a
same athlete (e.g., a fantasy sports team may not include two
of the same quarterback in these embodiments). More spe-
cifically, 1n these embodiments, the gaming system enables
the player to select, without replacement, which athletes to
include on the player’s fantasy sports team from a pool of
athletes who play 1n the one or more sports leagues with
which the player’s fantasy sports team 1s associated. In vari-
ous embodiments, the pool of athletes: (a) includes all of the
athletes who play in the one or more sports leagues with
which the player’s fantasy sports team 1s associated; (b)
includes fewer than all of the athletes who play in the one or
more sports leagues with which the player’s fantasy sports
team 1s associated; (c¢) for each athlete position eligibility,
includes a designated quantity of athletes that have athlete
position eligibility; and/or (d) includes athletes whose desig-
nated historical performance data (explained below) meets
one or more requirements.

In another embodiment, the gaming system enables the
player to select, without replacement, which athletes to
include on the player’s fantasy sports team from a plurality of
pools of athletes who play 1n the one or more sports leagues
with which the player’s fantasy sports team 1s associated. For
example, the gaming system 1ncludes, for each athlete posi-
tion, one pool of athletes having position eligibility for that
athlete position.

In one embodiment, each of the athletes in the pool of
athletes from which a player selects athletes to include on the
player’s fantasy sports team 1s associated with a quantity of
credits. In this embodiment, highly-rated athletes are associ-
ated with relatively higher quantities of credits than lower-
rated athletes. The gaming system provides the player with a
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designated quantity of credits that the player uses to “pur-
chase” athletes for the player’s fantasy sports team. Each time
the player selects one of the athletes from the pool, the gaming
system deducts the quantity of credits associated with that
athlete from the player’s quantity of credits. The player
selects athletes until the player’s quantity of credits expires or
until the player has too few credits to purchase another ath-
lete.

In other embodiments, the player’s ability to select athletes
to include on the player’s fantasy sports team 1s dependent on
the selection of athletes to include on one or more other
fantasy sports teams. In one embodiment, the gaming system
cnables the player and other players (which may be computer
players, as described below) to sequentially select, according,
to a designated order and without replacement, which athletes
to include on the players’ fantasy sports teams from a pool of
athletes who play in the one or more sports leagues with
which the players’ fantasy sports teams are associated. In
various embodiments, the pool of athletes: (a) includes all of
the athletes who play 1n the one or more sports leagues with
which the player’s fantasy sports team 1s associated; (b)
includes fewer than all of the athletes who play in the one or
more sports leagues with which the player’s fantasy sports
team 1s associated; (¢) for each athlete position eligibility,
includes a designated quantity of athletes that athlete position
eligibility; and/or (d) includes athletes whose designated his-
torical performance data (explained below) meets one or
more requirements. In another embodiment, the gaming sys-
tem enables the player and the other players to select, 1n a
free-for-all fashion and without replacement, which athletes
to include on the players’ fantasy sports teams from a pool of
athletes who play in the one or more sports leagues with
which the players’ fantasy sports teams are associated. More
specifically, i this embodiment, each of the players may
simultaneously select athletes from the pool. It should be
appreciated that the pool may be any of the above-described
pools.

Each of the athletes 1n the pool of athletes from which
fantasy sports teams are selected 1s associated with desig-
nated historical performance data. In certain embodiments,
the gaming system stores the designated historical perior-
mance data in one or more storages devices. In various
embodiments, at least one storage device 1s a database on a
central server, central controller, or remote host, which in
certain 1nstances 1s located at a location remote from a loca-
tion of a user device. For each of the athletes, the designated
historical performance data of that athlete represents the real-
life performance of that athlete over a designated period. In
various embodiments, the designated period 1s: (a) that ath-
lete’s entire career; (b) a designated portion of that athlete’s
entire career, such as the previous season or the previous three
seasons of the sports league 1n which that athlete plays; (¢) a
designated quantity of that athlete’s best games; (d) a desig-
nated quantity of that athlete’s worst games; or (¢) a desig-
nated quantity of that athlete’s games excluding one or more
of that athlete’s best games and/or one or more of that ath-
lete’s worse games.

More specifically, for each of the athletes, the designated
historical performance data of that athlete includes desig-
nated historical performance statistics in one or more statis-
tical categories that represent that athlete’s performance over
the designated period. In various embodiments, for each of
the athletes, the designated historical performance statistics
of that athlete include one or more of: (a) a cumulative com-
pilation of statistics for each of the statistical categories (e.g.,
that athlete has scored 133 touchdowns over the designated
period); (b) a per-game average statistic for each of the sta-
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tistical categories (e.g., that athlete averages 1.2 touchdowns
per game over the designated period); and (¢) a per-season
average statistic for each of the statistical categories (e.g., that
athlete averages 19.2 touchdowns per season over the desig-
nated period).

In embodiments 1n which a player’s fantasy sports team:
(a) includes both active athlete positions and inactive athlete
positions, and/or (b) includes one or more athletes having
multiple athlete position eligibility (e.g., two athletes each
having running back athlete position eligibility and wide
receiver athlete position eligibility), the gaming system
cnables the player to choose which of the athletes on the
player’s fantasy sports team will occupy each of the active
athlete positions and each of the mactive athlete positions (1f
any). As explained above, the athlete position eligibility of an
athlete determines which of the athlete positions that athlete
1s configured to occupy. In certain embodiments, the gaming
system does not enable a player to enter a competition (de-
scribed below) unless each active athlete position (and, 1n one
embodiment, each 1nactive athlete position) 1s occupied by
one of the athletes on the player’s fantasy sports team.

In various embodiments, once a player has created a fan-
tasy sports team and has selected players to include on the
player’s fantasy sports team, the gaming system enables a
player to enter a competition 1n which the player’s fantasy
sports team competes against one or more other fantasy sports
teams, wherein each of the other fantasy sports teams
includes one or more of the athletes who play in the sports
league or leagues with which the player’s fantasy sports team
1s associated. In various embodiments, the gaming system
enables the player to enter a competition via a website, such
as a social networking website. In these embodiments, the
player loads the website on a user device, such as a computer,
and indicates the player’s desire to enter the player’s fantasy
sports team 1nto a competition. The gaming system creates a
new competition or adds the player’s fantasy sports team to an
ex1isting competition that requires more fantasy sports teams.
It should be appreciated that the competition provides the
player with random opponents or familiar opponents (such as
friends of the player). Once a designated quantity of fantasy
sports teams are entered 1nto the competition with the playver,
the gaming system 1nitiates the competition.

As generally explained above, the gaming system enables
a player to enter a competition 1n which the player’s fantasy
sports team competes against one or more other fantasy sports
teams, wherein each of the other fantasy sports teams
includes one or more of the athletes who play in the sports
league or leagues with which the player’s fantasy sports team
1s associated. That 1s, 1n certain embodiments, the gaming
system does not enable a fantasy sports team associated with
a designated sports league or designated sports leagues to
compete against another fantasy sports team associated with
a different sports league or different sports leagues. In various
embodiments, the competition represents: (a) a designated
portion of a game of the sports league or leagues with which
the fantasy sports teams are associated, (b) a single game of
the sports league or leagues with which the fantasy sports
teams are associated, or (¢) a plurality of games of the sports
league or leagues with which the fantasy sports teams are
associated. For example, a competition including fantasy
sports teams associated with the NFL represents: (a) one, two,
or three quarters of a football game; (b) an entire football
game; or () an entire football regular season (1.e., sixteen
football games).

In various embodiments, the gaming system requires the
player to pay a fee, such as an amount of currency, a quantity
of monetary credits, or a quantity of non-monetary credits
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(1.e., credits not redeemable for value), to enter the competi-
tion. In other embodiments, the gaming system does not
require the player to pay a fee to enter the competition. In one
embodiment, the gaming system enables a player to enter a
competition 1 the player has already created a fantasy sports
team and has already selected athletes to include on the play-
er’s fantasy sports team. In another embodiment, the gaming
system enables a player to enter a competition and then create
a fantasy sports team and select athletes to include on the
player’s fantasy sports team.

In various embodiments, upon the mitiation of a competi-
tion, for each of the fantasy sports teams in the competition,
for each of the athletes occupying one of the active athlete
positions ol that fantasy sports team, the gaming system
determines a cumulative simulated performance of that ath-
lete for the competition using the designated historical per-
formance data of that athlete. More specifically, each of the
active athlete positions 1s associated with a plurality of sta-
tistical categories. For each of the fantasy sports teams in the
competition, for each of the athletes occupying one of the
active athlete positions of that fantasy sports team, the gaming
system determines cumulative simulated performance statis-
tics for that athlete for each of the plurality of statistical
categories based, at least 1n part, on the designated historical
performance data of that athlete.

For example, for a competition including a plurality of
fantasy sports teams associated with the NFL 1n which each of
the fantasy sports teams includes an active quarterback ath-
lete position, the active quarterback athlete position 1s asso-
ciated with the following statistical categories: (a) quantity of
passes attempted; (b) quantity of passes completed; (c)
completion percentage (i1.e., (passes completed)/(passes
attempted)); (d) quantity of passing vards; (e¢) quantity of
passing touchdowns thrown; (1) quantity of interceptions
thrown; (g) quantity of rushing yards; (h) quantity of rushing,
touchdowns; (1) quantity of receving yards; (1) quantity of
receiving touchdowns; and (k) quantity of fumbles lost. Thus,
in this example, for each of the fantasy sports teams 1n the
competition, for each of the athletes occupying the active
quarterback athlete position of that fantasy sports team, the
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gaming system uses designated historical performance data
of that athlete to determine, for the competition: (a) a total
simulated quantity of passes attempted by that athlete; (b) a
total simulated quantity of passes completed by that athlete;
(c) a total simulated completion percentage of that athlete
(1.e., (passes completed)/(passes attempted)); (d) a total simu-
lated quantity of passing yards of that athlete; (e) a total
simulated quantity of passing touchdowns thrown by that
athlete; (1) a total simulated quantity of interceptions thrown
by that athlete; (g) a total sitmulated quantity of rushing yards
of that athlete; (h) a total stmulated quantity of rushing touch-
downs of that athlete; (1) a total simulated quantity of receiv-
ing vards of that athlete; (3) a total simulated quantity of
receiving touchdowns of that athlete; and (k) a total simulated
quantity of fumbles lost by that athlete.

In one embodiment, for each of the fantasy sports teams 1n
the competition, for each of the athletes occupying one of the
active athlete positions of that fantasy sports team, the gaming
system determines the cumulative simulated performance of
that athlete for the competition by: (a) determining zero, one,
or a plurality of individual competition events associated with
that athlete based at least 1n part on that athlete’s historical
data; (b) determining individual competition event simulated
performance statistics associated with that individual compe-
tition event for that athlete for each of the plurality of statis-
tical categories associated with that active athlete position
based at least 1n part on that athlete’s designated historical
performance data; and (¢) summing the corresponding indi-
vidual competition event simulated performance statistics,
resulting 1n the cumulative simulated performance statistics
for that athlete for each of the plurality of statistical categories
associated with that active athlete position. Table 1 below
includes example individual competition events and the asso-
ciated individual competition event simulated performance
statistics determined by the gaming system for a competition
for an athlete occupying the active quarterback athlete posi-
tion of a fantasy sports team associated with the NFL. Table 2

below 1illustrates the cumulative simulated performance sta-
tistics for that athlete.

TABL

(L]

1

Example Individual Competition Events and Associated Individual

Competition Event Simulated Performance Statistics for an Athlete Occupying the
Active Quarterback Athlete Position of a Fantasy Sports Team Associated With the NFL

Individual

Individual Competition Event Simulated Performance Statistics

Competition  Pass
Event Att.

Inc.
18 yvd. comp.
Fumble lost
35 yd. TD
pass
Int.
14 yad.
10 vad.

p_h.::.p_up_u

comp.
rush

24 yd.

pass
Int.

20 yd.
23 yd.

24 vd.

pass
Inc.

20 yd. comp.
20 yd. comp.

Inc.

22 yd. comp.

TD

comp.
comp.

1D

p_u.::.p_up_u

Pass Pass Pass Rush Rush Rec. Rec. Fumb.
Comp. Compl.% Yds. TDs Int. Yds. TDs Yds. TDs Lost

0 0% 0 0 0 0 0 0 0 0
1 100% 18 0 0 0 0 0 0 0
0 n/a 0 0 0 0 0 0 0 1
1 100% 35 1 0 0 0 0 0 0
0 0% 0 0 1 0 0 0 0 0
1 100% 14 0 0 0 0 0 0 0
0 n/a 0 0 0 10 0 0 0 0
1 100% 24 1 0 0 0 0 0 0
0 0% 0 0 1 0 0 0 0 0
‘ 100% 20 0 0 0 0 0 0 0

100% 23 0 0 0 0 0 0 0

100% 24 1 0 0 0 0 0 0
0 0% 0 0 0 0 0 0 0 0
1 100% 20 0 0 0 0 0 0 0
1 100% 20 0 0 0 0 0 0 0
0 0% 0 0 0 0 0 0 0 0
1 100% 22 0 0 0 0 0 0 0
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TABLE 1-continued

Example Individual Competition Events and Associated Individual
Competition Event Simulated Performance Statistics for an Athlete Occupying the
Active Quarterback Athlete Position of a Fantasy Sports Team Associated With the NFL

18

Individual Individual Competition Event Simulated Performance Statistics
Competition  Pass Pass Pass Pass Rush Rush Rec. Rec. Fumb.
Event Att.  Comp. Compl.% Yds. TDs Int. Yds. TDs Yds. TDs Lost
20 yd. TD 1 1 100% 20 1 0 0 0 0 0 0
pass

20 yd. comp. 1 1 100% 20 0 0 0 0 0 0 0
23 yd. comp. 1 1 100% 23 0 0 0 0 0 0 0
17 yd. comp. 1 1 100% 17 0 0 0 0 0 0 0

TABLE 2

Example Cumulative simulated performance Statistics for the Athlete of Table 1

Cumulative simulated performance Statistics

Pass Pass Pass Rush Rush Rec. Rec. Fumb.
Att.  Pass Comp. Compl.% Yds. TDs Int. Yds. TDs Yds. TDs Lost
19 14 73.7% 300 4 2 10 0 0 0 1
25

In various embodiments, the gaming system 1s configured
to cause a display of an indication representing one or more of
the mdividual competition events. In one embodiment, the
gaming system causes a display of an indication representing
an 1dividual competition event to the player whose fantasy
sports team includes the athlete associated with that 1ndi-
vidual competition event. In another embodiment, the gaming,
system causes a display of an indication representing an indi-
vidual competition event to a plurality of the players whose
fantasy sports teams are participating in the competition. In
one embodiment, the gaming system causes a display of an
indication representing an individual competition event 1n
real time, 1.e., when or shortly thereafter the gaming system
determines that individual competition event. It should be
appreciated that the indication representing the individual
competition event may be any suitable indication, such as (but

not limited to): a text message, an email, a printout, an ani-
mated event, or a prerecorded video event. In other embodi-
ments, the gaming system causes audible indications of the
individual competition event instead of or 1n addition to visual
indications.

In one embodiment, for each of the fantasy sports teams in
the competition, for each of the athletes occupying one of the
active athlete positions of that fantasy sports team, the gaming
system directly determines the cumulative simulated perfor-
mance statistics for that athlete based on a probability distri-
bution derived from the designated historical performance
data of that athlete. This process 1s explained below with
respect to a single athlete for clarity. In this embodiment, the
designated historical performance data for the athlete
includes statistics representing that athlete’s average per-
game performance over the course of that athlete’s entire
career. For example, the athlete 1s a running back and aver-
ages 90 rushing yards per game and 0.8 touchdowns per game
over the course of the athlete’s entire career. The gaming
system determines a probability distribution for that athlete
associated with the designated historical performance data
that includes probabilities that the gaming system will deter-
mine: (a) that the athlete’s cumulative simulated performance
1s greater than the average, (b) that the athlete’s cumulative
simulated performance 1s equal to the average, or (¢) that the
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athlete’s cumulative simulated performance 1s less than the
average. In this example, the gaming system determines the
following probability distribution: (a) 50% chance that the
gaming system will determine the athlete’s cumulative simu-
lated performance to be equal to the average, (b) 20% chance
that the gaming system will determine the athlete’s cumula-
tive simulated performance to be 20% less than the average,
(c) 20% chance that the gaming system will determine the
athlete’s cumulative simulated performance to be 20%
greater than the average, (d) 5% chance that the gaming
system will determine the athlete’s cumulative simulated per-
formance to be 40% less than the average, and (e) 5% chance
that the gaming system will determine the athlete’s cumula-
tive simulated performance to be 40% greater than the aver-
age. In this embodiment, when that athlete occupies one of the
active athlete positions of one of the fantasy sports teams 1n

the competition, the gaming system randomly determines,
based on the probability distribution, the player’s cumulative
simulated performance. While the above-discussed method 1s
one manner of determining the player’s cumulative simulated
performance, 1t should be appreciated that any suitable
method may be employed.

Although the gaming system’s determination of athletes’
cumulative simulated performance 1s described above with
respect to athletes occupying active athlete positions of fan-
tasy sports teams, 1t should be appreciated that, in other
embodiments, the gaming system determines the cumulative
simulated performance of athletes occupying inactive athlete
positions of fantasy sports teams. More specifically, in these
embodiments, for each of the fantasy sports teams in the
competition, for each of the athletes occupying an inactive
athlete position of that fantasy sports team, the gaming sys-
tem determines the cumulative simulated performance statis-
tics for that athlete for each active athlete position that athlete
1s configured to occupy. It should be appreciated that the
gaming system may make such a determination 1n any of the
above manners. For example, 11 an athlete having running
back athlete position eligibility and wide receiver athlete
position eligibility 1s occupying an 1nactive athlete position,
such as the bench athlete position, the gaming system deter-
mines cumulative simulated performance statistics for that
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athlete: (a) as 11 that athlete was occupying the running back
active athlete position, and (b) as 1f that athlete was occupying
the wide receiver active athlete position.

In various embodiments, for each of the fantasy sports
teams 1n the competition, for each of the athletes occupying
one of the athlete positions of that fantasy sports team, the
gaming system determines the cumulative simulated perfor-
mance of that athlete: (a) based at least 1n part on the desig-
nated historical performance data of that athlete, (b) indepen-
dent of any cumulative simulated performance of or any
designated historical performance data of any of the other
athletes on that fantasy sports team, and (¢) mndependent of
any cumulative simulated performance of or any designated
historical performance data of any other athletes on any of the
other fantasy sports teams 1n the competition. In one of these
embodiments, for each of the fantasy sports teams in the
competition, for each of the athletes occupying one of the
athlete positions of that fantasy sports team, the gaming sys-
tem determines the cumulative simulated performance of that
athlete based solely on the designated historical performance
data associated with that athlete.

In certain embodiments, for each of the fantasy sports
teams 1n the competition, for each of the athletes occupying,
one of the athlete positions of that fantasy sports team, the
gaming system determines the cumulative simulated perfor-
mance of that athlete: (a) based at least 1n part on the desig-
nated historical performance data of that athlete, (b) based at
least 1n part on any cumulative simulated performance of
and/or any designated historical performance data of one or
more of the other athletes on that fantasy sports team, and (c)
independent of any of the other athletes on any of the other
fantasy sports teams 1n the competition. For example, a fan-
tasy sports team associated with the NFL includes a relatively
highly-rated athlete occupying the active quarterback athlete
position and a relatively low-rated athlete occupying the
active wide recerver athlete position. In this example, the
gaming system may determine a cumulative simulated per-
formance for the athlete occupying the active quarterback
athlete position to be lower than usual due to the below-
average athlete occupying the active wide recetver position,
and vice-versa. It should thus be appreciated that, in these
embodiments, the choice of which athletes to occupy which
active athlete positions may alter the cumulative simulated
performances of those athletes.

In other embodiments, for each of the fantasy sports teams
in the competition, for each of the athletes occupying one of
the athlete positions of that fantasy sports team, the gaming,
system determines the cumulative simulated performance of
that athlete: (a) based at least 1n part on the designated his-
torical performance data of that athlete, (b) based at least in
part on any cumulative simulated performance of and/or any
designated historical performance data of one or more of the
other athletes on that fantasy sports team, and (c) based at
least i part on any cumulative simulated performance of
and/or any designated historical performance data of one or
more of the other athletes of one or more of the other fantasy
sports teams 1n the competition. For example, 1n a head to
head competition between the fantasy sports teams of two
players, the cumulative simulated performances of the ath-
letes occupying the active offensive athlete positions of each
of the fantasy sports teams are determined based at least 1n
part on the designated historical performance data of the
athletes occupying the active defense/special teams athlete
position of the competitor fantasy sports team.

In various embodiments, the gaming system associates one
or more conditions with a competition, and determines the
cumulative simulated performances of the athletes of the
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fantasy sports teams 1n that competition based at least 1n part
on those conditions. In various embodiments, the conditions
include one or more of the following: (a) stadium type (e.g.,
outdoor field or dome); (b) temperature (e.g., below freezing,
cold, mild, warm, hot, scorching); (¢) wind conditions (e.g.,
direction and speed); and (d) precipitation conditions (e.g.,
rain or snow and rate of precipitation).

It should be appreciated from the above explanation that in
certain embodiments 1n which a plurality of fantasy sports
teams 1n a competition each include a same athlete occupying,
one of the athlete positions, the gaming system determines a
single cumulative simulated performance for that athlete.
That 1s, 1n these embodiments, that athlete’s cumulative simu-
lated performance 1s the same across all of the fantasy sports
teams 1n the competition including that athlete occupying one
ol the athlete positions. It other embodiments, however, the
gaming system independently determines a cumulative simu-
lated performance for each instance of that athlete in the
competition. For example, 1f Team 1 includes Athlete 1 occu-
pying an active athlete position and Team 2 includes Athlete
1 occupying an active athlete position, the gaming system
determines a cumulative simulated performance for Athlete 1
of Team 1 and independently determines a cumulative simu-
lated performance for Athlete 1 of Team 2. Thus, 1n these
embodiments, that athlete’s cumulative simulated perfor-
mance may be different for each of the fantasy sports teams in
the competition.

In certain embodiments, the gaming system initiates the
competition at a designated time. In other embodiments, the
gaming system enables one or more players to cause the
competition to be iitiated on-demand. That 1s, 1n these
embodiments, the players determine when gaming system
initiates the competition.

It should be appreciated that each of the fantasy sports
teams 1n the competition may be controlled by either a player
or a computer. In one embodiment, ii a player desires to
initiate an on-demand competition and no other player is
available, the gaming system provides a computer-controlled
fantasy sports team against which the player’s fantasy sports
team may compete.

In various embodiments, for each of the fantasy sports
teams 1n a competition, for each of the athletes occupying one
of the active athlete positions of that fantasy sports team, the
gaming system determines a cumulative athlete score, typi-
cally measured in points, associated with that athlete based on
the cumulative simulated performance of that athlete. More
specifically, the competition 1s associated with one or more
scoring databases that correlate each of one or more simu-
lated performance statistics with a point value. Tables 3 to 5
below 1illustrate example scoring databases for a competition
including a plurality of fantasy sports teams associated with
the NFL. More particularly: (1) Table 3 shows an example
scoring database for offensive athlete positions (e.g., quarter-
back, running back, wide recerver, and tight end) that corre-
lates the simulated performance statistics of the athletes occu-
pying such athlete positions with point values used to
determine the cumulative athlete scores of the athletes occu-
pying such athlete positions; Table 4 shows an example scor-
ing database for the kicker athlete position that correlates the
simulated performance statistics of the athletes occupying
such athlete position with point values used to determine the
cumulative athlete scores of the athletes occupying such ath-
lete position; and Table 5 shows an example scoring database
for the defense/special teams athlete position that correlates
the simulated performance statistics of the athletes occupying
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such athlete position with point values used to determine the
cumulative athlete scores of the athletes occupying such ath-
lete position.

TABL.

L1l

3

Example Scoring Database for Offensive Athlete Positions for a
Competition Including Fantasy Sports Teams Associated With the NFL

Simulated Performance Statistic Point Value
Every 25 passing vards 1 point
Each passing touchdown 4 points
Fach interception thrown -1 point
Every 10 rushing yards 1 point
Each rushing touchdown 6 points
Every 10 receiving yards 1 point
Each receiving touchdown 6 points
Each fumble lost -2 points
FEach completed pass over 50 yards 1 point
Each reception over 50 yards 1 point
Each touchdown pass longer than 40 yards 2 points

TABL.

4

(L]

Example Scoring Database for the Kicker Athlete Position for a
Competition Including Fantasy Sports Teams Associated With the NFL

Simulated Performance Statistic Point Value
Each field goal O to 19 yards 3 points
Each field goal 20 to 29 vards 3 points
Each field goal 30 to 39 vards 3 points
Each field goal 40 to 49 vards 4 points
Each field goal 50+ yards 5 points
Fach extra point 1 point

TABL.

R

(L]

Example Scoring Database for the Defense/Special Teams
Athlete Position for a Competition Including Fantasy Sports
Teams Associated With the NFL

Simulated Performance Statistic Point Value
Each sack 1 point
Each interception 2 points
Each fumble recovery 2 points
Each touchdown 6 points
Each safety 2 points
Fach blocked kick 2 points
Each kickoif and punt return touchdown 6 points
Shutout 10 points
1 to 6 points allowed 7 points
7 to 13 points allowed 4 points
14 to 20 points allowed 1 point
21 to 27 points allowed 0 points
28 to 34 points allowed -1 point
35+ points allowed -4 points

For example, Athlete 1 occupies the quarterback active
athlete position of Team 1. In this example, the gaming sys-
tem determined Athlete 1°s cumulative simulated perfor-
mance statistics as follows: 300 yards passing, 4 passing
touchdowns, 2 thrown interceptions, 10 rushing yards, O rush-
ing touchdowns, O receiving yards, 0 receiving touchdowns,
and 1 fumble lost. In this example, the gaming system uses the
scoring database illustrated 1n Table 1 to determine the Ath-
lete 1’s cumulative athlete score based on the cumulative
simulated performance statistics as follows: (a) (300 passing
yards)*((1 point)/(25 passing yards ))=12 points; +(b) (4 pass-
ing touchdowns)*(4 points for each passing touchdown)=16
points; +(c) (2 thrown interceptions)*(-1 point for each
thrown interception)=-2 points; +(d) (10 rushing yards)*
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((1 point)/(10 rushing yards))=1 point; +(¢) (0 rushing touch-
downs )*(6 points for each rushing touchdown )=0 points; +(1)
(0 receiving vards)*((1 point)/(10 receiving yards))=0
points; +(g) (0 recewving touchdowns)*(6 points for each
receiving touchdown)=0 points; +(1) (1 fumble lost)*(-2
points for each fumble lost)=-2 points. Thus, Athlete 1’s
cumulative athlete score in this example 1s: 12 points+16
points—2 points+1 point+0 points+0 points—2 points=25
points.

In various embodiments 1n which the gaming system deter-
mines 1ndividual competition events, for each of the fantasy
sports teams 1n the competition, for each of the athletes of that
fantasy sports team occupying one of the active athlete posi-
tions of that fantasy sports team, for each determined indi-
vidual competition event for that athlete, the gaming system
determines a score associated with that individual competi-
tion event and updates that athlete’s cumulative athlete score
with that determined score. That 1s, 1n these embodiments, an
athlete’s cumulative athlete score 1s 1mtially set to zero, and
increases or decreases based on each individual event that
occurs for that athlete during the competition. In certain
embodiments, the cumulative athlete score 1s displayed to the
player as 1t 1s updated.

In certain embodiments, a competition 1s associated with
one or more bonus scoring databases 1n addition to one or
more scoring databases. The gaming system uses the bonus
scoring databases to determine a bonus point value to add to
an athlete’s cumulative athlete score and/or a multiplier to
apply to the athlete’s cumulative athlete score when one or
more bonus conditions are satisfied. More specifically, if an
athlete 1n the competition satisfies one or more bonus condi-
tions (e.g., 1f the simulated performance statistics of that
athlete satisfy a bonus condition), the gaming system: (a)
adds a quantity of bonus points associated with that bonus
condition to the athlete’s cumulative athlete score, and/or (b)
applies a multiplier associated with that bonus condition to
the athlete’s cumulative athlete score.

Table 6 below illustrates an example bonus scoring data-
base for a competition including a plurality of fantasy sports
teams associated with the NFL. More particularly, Table 6
shows an example bonus scoring database for offensive ath-
lete positions (e.g., quarterback, running back, wide receiver,
and tight end) that correlates bonus conditions (which are
satisfied based on the simulated performance statistics of the
athletes occupying such active athlete positions) with bonus
point values or multipliers used to modify the cumulative
athlete scores of the athletes occupying such active athlete
positions.

TABLE 6

Example Bonus Scoring Database for Offensive Athlete Positions for a
Competition Including Fantasy Sports Teams Associated With the NFL

Bonus Condition Bonus Point Value or Multiplier

Longest completed pass among all 10 points
athletes in the competition

Longest pass reception among all 10 points
athletes in the competition

Longest rush among all athletes in 10 points

the competition

Highest quantity of passing, 3X multiplier

receiving, or rushing touchdowns
Highest percentage of completed
passes

Highest total passing yards

1.5X multiplier applied to
cumulative athlete score

2X multiplier applied to cumulative
athlete score

2X multiplier applied to cumulative
athlete score

Highest total receiving yards
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TABLE 6-continued

Example Bonus Scoring Database for Offensive Athlete Positions for a
Competition Including Fantasy Sports Teams Associated With the NFL

Bonus Condition Bonus Point Value or Multiplier

2X multiplier applied to cumulative
athlete score

Highest total rushing yards

Continuing with the previous example, the gaming system
determined that Athlete 1 completed a pass of 85 yards.
Athlete 1°s 85 yard completion 1s the longest completed pass
among all of the other athletes 1n the competition. Accord-
ingly, the gaming system adds 10 points to Athlete 1°s cumu-
lative athlete score of 25 points, resulting 1n a cumulative
athlete score for Athlete 1 of 35 points.

For each of the fantasy sports teams 1n the competition, the
gaming system determines a total team score associated with
that fantasy sports team by summing the cumulative athlete
scores of each of the athletes of that fantasy sports team that
occupy active athlete positions. For example, the athletes of
Team 1 that occupy the active athlete positions of Team 1 have
the following cumulative athlete scores: Athlete 1 has a cumu-
lative athlete score of 35 points, Athlete 2 has a cumulative
athlete score of 12 points, Athlete 3 has a cumulative athlete
score of 14 points, Athlete 4 has a cumulative athlete score of
35 points, Athlete 5 has a cumulative athlete score of 6 points,
Athlete 6 has a cumulative athlete score of 18 points, Athlete
7 has a cumulative athlete score of 2 points, Athlete 8 has a
cumulative athlete score of 9 points, and Athlete 9 has a
cumulative athlete score of 11 points. Accordingly, in this
example, Team 1 has a total team score of 142 points.

In various embodiments, during a competition the gaming
system enables a player to swap an athlete occupying an
active athlete position on the player’s fantasy sports team
with an athlete occupying an inactive athlete position on the
player’s fantasy sports team. In these embodiments, the gam-
ing system: (a) does not apply any points earned by the
swapped-out athlete to the total team score of the player’s
fantasy sports team, and (b) applies any points earned by the
swapped-in athlete after being swapped 1nto the active athlete
position to the total team score of the player’s fantasy sports
team.

After determining the total team score for each of the
fantasy sports teams in the competition, the gaming system
ranks each of the fantasy sports teams from highest total team
score to lowest total team score. The gaming system provides
one or more awards to one or more of the fantasy sports teams.
In certain embodiments, one or more of the awards are pro-
vided based on the rankings of the fantasy sports teams. In one
example, the gaming system only provides one or more
awards to the fantasy sports team having the highest total
team score. In another example, the gaming system provides
an award to a designated quantity of the highest ranking
fantasy sports teams 1n the competition, such as the fantasy
sports teams having the three highest total team scores. In
other embodiments, one or more of the awards are provided
based on the simulated performance of the athletes, the total
athlete awards of the athletes, and/or the total team scores of
the fantasy sports teams in the competition. For example, the
gaming system provides an award to the player whose fantasy
sports team 1ncludes the athlete having the highest cumulative
athlete score. In another example, for each athlete position,
the gaming system provides an award to the player whose
fantasy sports team includes the athlete occupying that athlete
position having the highest cumulative athlete score. In a
turther example, the gaming system provides an award to
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cach player whose fantasy sports team includes an athlete
having a cumulative athlete score greater than a designated
cumulative athlete score. In one example, the gaming system
provides an award to each player whose fantasy sports team
has a total team score greater than a designated total team
score. It should thus be appreciated that the gaming system
may provide one or more awards to a player whose fantasy
sports team did not have the highest total team score.

It should be appreciated that the award may be any suitable
award, such that at least one of the awards has monetary
value. In certain embodiments, the award 1s a monetary
award, such as an amount of currency (such as $100.00) or a
quantity of credits (such as 1,000 credits) having a monetary
value. In other embodiments, the award includes 1s at least
one (and possibly more) of the following in addition to a
monetary award: (a) a quantity of non-monetary credits (1.e.,
credits not redeemable for monetary value); (b) a virtual
trophy, ribbon, plaque, medal, or other award; (¢) a quantity
of points or credits associated with a player loyalty program;
and (d) an improvement in drait position or order when select-
ing one or more additional fantasy sports teams (€.g., moving
from the fifth player to pick to the third player to pick).

In various embodiments, the gaming system enables a
player to enter the player’s fantasy sports team 1nto a compe-
tition series or a tournament including a plurality of compe-
titions. In one embodiment, the tournament 1s a single-elimi-
nation tournament. In this embodiment, the player’s fantasy
sports team 1s entered ito a competition against another
fantasy sports team. If the player’s fantasy sports team wins
the competition, the player’s fantasy sports team advances in
the tournament and competes in another competition against
another fantasy sports team. If the player’s fantasy sports
team loses the competition, the player’s fantasy sports team 1s
eliminated from the tournament. In another embodiment, the
tournament 1s a round-robin tournament. In this embodiment,
the player’s fantasy sports team 1s entered 1nto a competition
against each of the other fantasy sports teams 1n the tourna-
ment. In a further embodiment, the tournament simulates a
season of the sports league or leagues with which the player’s
fantasy sports team 1s associated. For example, a competition
series 1ncludes thirty-two fantasy sports teams associated
with the NFL. In this example, each of the fantasy sports
teams competes 1n sixteen different competitions, each of
which represent a single football game.

In various embodiments, the gaming system does not take
athlete injuries 1into account when determining the cumulative
simulated performance of athletes for a competition. In other
embodiments, however, the gaming system does take athlete
injuries into account when determining the cumulative simu-
lated performance of athletes for a competition. In one such
embodiment, the designated historical performance data of
an athlete includes data representing that athlete’s mnjury his-
tory, such as frequency of injury, severity of injury, and/or
time missed due to mnjury. In this embodiment, the gaming
system takes this information into account when determining,
the cumulative simulated performance of that athlete for a
competition. In another such embodiment, the gaming system
randomly determines whether an athlete will become injured,
the severity of the ijury, and the time missed due to the
injury, though it should be appreciated that the gaming system
may make such a determination 1n any suitable manner. In
certain embodiments, if the gaming system determines that an
athlete occupying an active athlete position of a player’s
fantasy sports team 1s injured during a competition, the gam-
ing system enables the player to swap the injured athlete with
an athlete occupying an inactive athlete position. In one
embodiment, any cumulative athlete score earned by the
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injured athlete prior to being swapped out 1s applied to the
total team score, and any cumulative athlete score earned by
the swapped 1n athlete after being swapped in1s applied to the
total team score.

In certain embodiments, upon completion of the competi-
tion, the gaming system enables the player to save the player’s
fantasy sports team for use 1n future competitions. In other
embodiments, the gaming system does not enable the player
to save the player’s fantasy sports team for use in future
competitions; rather, the gaming system requires the player to
create a new lantasy sports team for each competition. In
various embodiments, upon completion of the competition
and prior to the 1nitiation of another competition, the gaming
system enables the player to modily the player’s fantasy
sports team, such as by choosing to swap an athlete on the
player’s fantasy sports team for an athlete from the pool of
athletes.

In various embodiments, the gaming system stores a record
or list of a player’s frequent opponents. In these embodi-
ments, the gaming system offers the player an opportunity to
begin a competition immediately or at a designated subse-
quent time with one or more of the player’s frequent oppo-
nents. In one embodiment, whenever the player requests a
competition, the gaming system enables the player to enter a
competition including one or more of the player’s frequent
opponents or to enter an open competition not including one
or more of the player’s frequent opponents. In one embodi-
ment, for a player, the gaming system determines a plurality
of the player’s connections on a social network to be that
player’s frequent opponents.

In various embodiments, the gaming system employs a
combination of cumulative simulated performance and actual
performance of athletes to determine a fantasy sports team’s
total team score. For example, a fantasy sports team 1n a
competition includes a plurality of NFL athletes and a plural-
ity of MLB athletes. At a certain point in time, the NFL season
1s not occurring, while the MLB season 1s occurring. In this
example, the gaming system determines cumulative simu-
lated performance to determine cumulative athlete scores for
the NFL athletes on the player’s fantasy sports team, and uses
the actual performance of the MLB athletes on the player’s
fantasy sports team to determine the cumulative athlete scores
tor those athletes.

In one embodiment, for at least one athlete of a fantasy
sports team 1n a competition, the gaming system determines
whether to provide a bonus associated with that athlete when
determining that athlete’s cumulative simulated perfor-
mance, wherein the bonus increases that athlete’s cumulative
simulated performance for the competition. In one example,
the gaming system determines whether to apply a “Contract
Year” bonus to that athlete and, 11 the gaming system deter-
mines to apply the “Contract Year” bonus, increases that
athlete’s cumulative simulated performance (such as via a
multiplier). It should be appreciated that the gaming system
may make such a determination 1n any of a variety of man-
ners, such as randomly or according to a predetermined prob-
ability table. In one embodiment, the gaming system enables
the player to determine to which athlete on the player’s fan-
tasy sports team to apply such a bonus.

Although the above-described embodiments are directed
to fantasy sports teams including human athletes or groups of
athletes, i1t should be appreciated that, 1n other embodiments,
certain or all of the athletes are non-human athletes. In one
embodiment, the athletes are real-life horses. In one example,
the gaming system enables a player to choose a plurality of
real-life horses to include on the player’s fantasy sports team.
In another embodiment, the athletes are real-life greyhounds.
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In another example, the gaming system enables a player to
choose a plurality of real-life greyhounds to include on the
player’s fantasy sports team.

FIG. 3 illustrates a flowchart of an example of a process or
method 300 for operating a gaming system of the present
disclosure. In one embodiment, process 300 1s represented by
a set ol instructions stored 1n one or more memories and
executed by one or more processors or controllers. Although
this process 300 1s described with reference to the tlowchart
shown 1 FIG. 3, 1t should be appreciated that many other
processes ol performing the acts associated with this illus-
trated process may be employed. For example, the order of
certain of the illustrated blocks and/or diamonds may be
changed, certain of the illustrated blocks and/or diamonds
may be optional, and/or certain of the illustrated blocks and/
or diamonds may not be employed.

In operation of one embodiment, the gaming system
cnables a player to create a fantasy sports team associated
with a real-life sports league, as indicated by block 302. The
gaming system enables the player to select one or more real-
life athletes who play or have played 1n that sports league to
include on the player’s fantasy sports team, as indicated by
block 304. Each of the athletes 1s associated with designated
historical performance data. The gaming system enables the
player to enter the player’s fantasy sports team 1nto a compe-
tition 1n which the player’s fantasy sports team competes
against one or more other fantasy sports teams that each
include one or more of the athletes who play or have played in
that sports league, as indicated by block 306. The gaming
system determines whether the player has entered the play-
er’s fantasy sports team into a competition, as indicated by
diamond 308. If the gaming system determines that the player
has not entered the player’s fantasy sports team mnto a com-
petition, process 300 returns to block 306.

I the gaming system determines that the player has entered
the player’s fantasy sports team 1nto a competition, for each
of the fantasy sports teams 1n the competition, for each athlete
occupying an active athlete position of that fantasy sports
team, the gaming system determines: (a) a cumulative simu-
lated performance of that athlete based at least 1n part on the
designated historical performance data of that athlete, and (b)
a cumulative athlete score for that athlete for the competition
based on the cumulative simulated performance of that ath-
lete, as indicated by block 310. The gaming system deter-
mines, for each of the fantasy sports teams in the competition,
a total team score associated with that fantasy sports team by
summing the cumulative athlete scores of each athlete occu-
pying an active athlete position of that fantasy sports team, as
indicated by block 312. The gaming system provides an
award to the fantasy sports team having the highest total team
score, as indicated by block 314.

FIG. 4 A illustrates one embodiment of the gaming system
of the present disclosure including a central server, central
controller, or remote host configured to communicate with
two user devices, which are configured to communicate with
one another. FIGS. 48, 4C, 4D, 4F, 4F, and 4G illustrate fron
views ol the user devices of the gaming system 1llustrated in
FIG. 4A operating an example of the fantasy sports game of
the present disclosure. More specifically, FIG. 4A illustrates
a gaming system 400 including a central server, central con-
troller, or remote host 410, a first user device 420, and a
second user device 430. Central server, central controller, or
remote host 410 1s configured to communicate with first user
device 420 and second user device 430 via a first data network
458. As shown 1n FIGS. 4B, 4C, 4D, 4E, 4F, and 4G, first user
device 420 includes first display device 422 and second user
device 430 includes second display device 432. First user
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device 420 and second user device 430 are 1n communication
via remote communications link 468. In this example, first
data network 458 1s an internet, and second data network 468
1s a Bluetooth connection.

FIG. 4B illustrates an example of a first player of first user
device 420 challenging a second player of second user device
430 to a head to head (1.e., two player) competition 1n which
a first fantasy sports team of the first player competes against
a second fantasy sports team of the second player. More
specifically, 1n this example, when first user device 420 and
second user device 430 are placed 1n proximity to one another
such that they communicate with one another via remote
communications link 468, first user device 420 displays the
following message (or any other suitable message) on {first
display device 422: “DO YOU WANT TO ENTER YOUR
FANTASY SPORTS TEAM INTO A COMPETITION
AGAINST PLAYER 2’S FANTASY SPORTS TEAM?”

First user device displays 420 “YES” and “NO” options on
first display device 422 and enables the first player to select
one of those options using any suitable input device (de-
scribed above), such as a touch screen, keypad, or pointing
device. In this example, the first player selects “YES.”
After the first player indicates the first player’s desire to
challenge the second player to a competition, the gaming
system enables the second player to accept or reject the first

player’s challenge. In this example, second user device 430
displays the following message (or any other suitable mes-
sage) on second display device 432: “DO YOU WANT TO
ENTER YOUR FANTASY SPORTS TEAM INTO A COM-
PETITION AGAINST PLAYER 1’S FANTASY SPORTS
TEAM? Second user device displays 420 “YES” and “NO”
options on second display device 432 and enables the second
player to select one of those options using any suitable input
device (described above), such as a touch screen, keypad, or
pointing device. In this example, the second player selects
“YES.” It should be appreciated that, 1n other embodiments,
the user devices simultaneously display such messages to the
players.

As mdicated n FIG. 4C, 1n this example the gaming system
cnables one of the players to choose the fee for the competi-
tion and the prize won by the winner of the competition. In
this example, the gaming system enables the imitiator of the
competition, which 1s the first player in this example, to
choose the fee and the prize. Accordingly, first user device

420 displays the following message (or any other suitable
message) on lirst display device 422: “PLEASE SELECT

ONE OF THE FOLLOWING FEES AND PRIZES FOR
THE COMPETTTION.” In this example, first user device 420
displays the following fees and prizes on first display device
422: (a) Fee: Free, Prize Scheme: Virtual Trophy for Winner;
(b) Fee: 100 Virtual Credits, Prize Scheme: 200 Virtual Cred-
its for Winner; (c¢) Fee: $5 Per Player, Prize Scheme: $8 for
Winner. First user device 420 displays the options on first
display device 422 and enables the first player to select one of
those fees and corresponding prizes using any suitable input
device. In this example, the first player selects a fee of 100
Virtual Credits and the corresponding prize of 200 Virtual
Credits for the Winner.

It should be appreciated that any suitable fees scheme and
any suitable corresponding prize schemes may be employed.
It should also be appreciated that the gaming system may
determine which player to enable to choose the fee schedule
and/or the prize schedule in any suitable manner. It should
turther be appreciated that in other embodiments the central
controller, central server, or remote host chooses the fee
schedule and/or the prize schedule 1n any suitable manner.
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After the first player chooses a fee and a prize for the
competition, the gaming system enables the second player to
conilrm or reject the first player’s proposed fee and prize. In
this example, second user device 430 displays the following
message (or any suitable message) on second display device
432: “PLAYER 1 HAS CHOSEN THE FOLLOWING FEE
AND PRIZE FOR THE COMPETITION. PLEASE CON-
FIRM OR REJECT THE PROPOSED FEE AND PRIZE.
FEE: 100 VIRTUAL CREDITS. PRIZE: 200 VIRTUAL
CREDITS FOR WINNER.” Second user device 430 displays
“CONFIRM” and “REJECT” options on second display
device 432 and enables the second player to select one of
those options using any suitable input device. In this example,
the second player selects “CONFIRM.”

As shown 1n FIG. 4D, after the second player confirms the
first player’s selected fee and prize for the competition, both
first user device 420 and second user device 430 display the

following message (or any other suitable message) on {first
display device 422 and second display device 432: “100 VIR -
TUAL CREDITS HAVE BEEN DEDUCTED FROMYOUR
ACCOUNT. PLEASE CONFIRM OR MODIFY THE ATH-
LETES OCCUPYING THE ACTIVE ATHLETE POSI-
TIONS.” It should thus be appreciated that, in this example,
the first player and the second player had already created their
respective fantasy sports teams and selected athletes to
include in their respective fantasy sports teams prior to the
initiation of the competition. First user device 420 displays on
first display device 422 each active athlete position of the first
fantasy sports team of the first player and each athlete occu-
pying that athlete position. Similarly, second user device 430
displays on second display device 432 each active athlete
position of the second fantasy sports team of the second
player and each athlete occupying that athlete position. Both
first user device 420 and second user device 430 display
“CONFIRM” and “MODIFY” options on first display device
422 and second display device 432, respectively, and enable
the first player and the second player to select one of those
options using any suitable mput device. In this example, both
the first player and the second player select “CONFIRM.”

After the first player and the second player confirm the
athletes occupying the active athlete positions of their respec-
tive fantasy sports teams, central server, central controller, or
remote host 410 determines, for each of the first fantasy sports
team and the second fantasy sports team, for each of the
athletes occupying one of the active athlete positions of that
fantasy sports team, the cumulative simulated performance of
that athlete. In this example, central server, central controller,
or remote host 410 determines the cumulative simulated per-
formance of that athlete by: (a) determining zero, one, or a
plurality of individual competition events associated with that
athlete based at least 1n part on that athlete’s historical data;
(b) determining individual competition event simulated per-
formance statistics associated with that individual competi-
tion event for that athlete for each of the plurality of statistical
categories associated with that active athlete position based at
least 1n part on that athlete’s designated historical pertor-
mance data; and (c¢) summing the corresponding individual
competition event simulated performance statistics, resulting
in the cumulative simulated performance statistics for that
athlete for each of the plurality of statistical categories asso-
ciated with that active athlete position.

As illustrated i FIG. 4E, first user device 420 displays on
first display device 422 a text indication of each of the 1ndi-
vidual competition events that the central server, central con-
troller, or remote host determines for each of the athletes
occupying one of the active athlete positions of the first fan-
tasy sports team. Similarly, second user deice 430 displays on
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second display device 432 a text indication of each of the
individual competition events that the central server, central
controller, or remote host determines for each of the athletes
occupying one of the active athlete positions of the first fan-
tasy sports team. It should be appreciated that the lists of 5
individual competition events shown in FI1G. 4F are a portion
of the individual competition events determined by the cen-
tral server, central controller, or remote host. That is, the
display devices of the user device are too small 1n certain
embodiments to fit all of the individual events on the display 10
screens at once.

After determining the cumulative simulated performance
as described above, central server, central controller, or
remote host 410 determines, for each of the first fantasy sports
team and the second fantasy sports team, for each of the 15
athletes occupying one of the active athlete positions of that
fantasy sports team, a cumulative athlete score based on the
cumulative simulated performance of that athlete. FIG. 4F
illustrates these cumulative athlete scores. More specifically,
first user device 420 displays on first display device 422 each 20
athlete occupying one of the active athlete positions of the
first fantasy sports team and that athlete’s cumulative athlete
score. Sitmilarly, second user device 430 displays on second
display device 432 each athlete occupying one of the active
athlete positions of the second fantasy sports team and that 25
athlete’s cumulative athlete score.

After determining each of the cumulative athlete scores,
central server, central controller, or remote host 410 deter-
mines a total team score for each of the first fantasy sports
teams and the second fantasy sports teams by summing the 30
cumulative athlete scores for each respective team. As 1llus-
trated in FI1G. 4G, the first fantasy sports team has a total team
score of 123 points, and the second fantasy sports team has a
total team score o1 124 points. Since the second fantasy sports
team has a higher total team score than the first fantasy sports 35
team, the second fantasy sports team wins the prize of 200
Virtual Credits, and the competition ends.

FI1G. 5 illustrates a front view of a display device 503 of an
example user device of the present disclosure. Display device
505 displays an active athlete position selection screen that 40
enables a player to select which of the athletes on the player’s
fantasy sports team to assign to the active athlete positions of
the player’s fantasy sports team. In this example, the player’s
fantasy sports team 1s associated with one or more football
leagues. In this example, the player’s fantasy sports team 45
includes five active athlete positions listed in active athlete
position table 550: an active quarterback athlete position con-
figured to be occupied by one athlete having quarterback
athlete position eligibility, an active running back athlete
position configured to be occupied by two athletes having 50
running back athlete position eligibility, an active wide
receiver athlete position configured to be occupied by two
athletes having wide receiver athlete position eligibility, an
active kicker athlete position configured to be occupied by
one athlete having kicker athlete position eligibility, and an 55
active defense athlete position configured to be occupied by
one athlete having defense athlete position eligibility. Addi-
tionally, 1n this example, the fantasy sports team includes five
iactive athlete positions listed in 1nactive athlete position
table 560: an 1nactive quarterback athlete position, an inactive 60
running back athlete position, an 1nactive wide recerver ath-
lete position, an 1nactive kicker athlete position, and an 1nac-
tive defense athlete position. An active quarterback athlete
position configured to be occupied by one athlete having
quarterback athlete position eligibility, an active running 65
back athlete position configured to be occupied by two ath-
letes having running back athlete position eligibility, an active
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wide recerver athlete position configured to be occupied by
two athletes having wide recerver athlete position eligibility,
an active kicker athlete position configured to be occupied by
one athlete having kicker athlete position eligibility, and an
active defense athlete position configured to be occupied by
one athlete having defense athlete position eligibility.

In this example, to enter the player’s fantasy sports team
into a competition, the player must select athletes to occupy
cach of the active and athlete positions and each of the 1nac-
tive athlete positions. Quarterback athlete position eligibility
table 510 lists the athletes on the player’s fantasy sports team
having quarterback athlete position eligibility, running back
athlete position eligibility table 520 lists the athletes on the
player’s fantasy sports team having runnming back athlete posi-
tion eligibility, kicker athlete position eligibility table 530
lists the athletes on the player’s fantasy sports team having
kicker athlete position eligibility, and defense athlete eligi-
bility table 540 lists the athletes on the player’s fantasy sports
team having defense athlete position eligibility. As shown in
active athlete position table 350, the player has already
selected athletes Kevin Kevinson and Dick Dickson to
occupy the active wide recerver athlete position, and athletes
Matt Matthews and David Davis to occupy the mactive wide
receiver athlete positions. Thus, 1 thus example, for each
athlete or pair of athletes listed 1n athlete position eligibility
tables 510,520, 530, and 540, the player selects that athlete or
that pair of athletes and selects an unoccupied active athlete
position of active athlete position table 550 or an unoccupied
inactive athlete position of inactive athlete position table 560
for that selected athlete or pair of athletes to occupy. It should
be appreciated that, for each athlete position, the gaming
system only enables player having athlete eligibility for that
athlete position to occupy that athlete position.

FIG. 6 1llustrates a front view of a display device 605 of an
example user device of the present disclosure. More specifi-
cally, display device 605 displays a competition screen of a
first user device of a first player who has entered the first
player’s fantasy sports team into a competition against a
fantasy sports team of a second player. Display device 605
displays a first player active athlete positions table 610, a first
player mactive athlete positions table 620, a second player
active athlete positions table 630, and an 1individual compe-
tition events display area 640. In this example, First player
active athlete positions table 610 and second player athlete
positions table 630 each include: (a) the athletes occupying
the active athlete positions of the first player’s fantasy sports
team and the second player’s fantasy sports team, (b) the
cumulative athlete score of that athlete at a given point 1n time
during the competition, and (c¢) the total team score of that
fantasy sports team. First player inactive athlete positions
table 620 1includes the athletes occupying the nactive athlete
positions of the first player’s fantasy sports team. Individual
competition events display area 640 displays text indications
of individual competition events determined by the gaming
system for each of the athletes occupying the active athlete
positions of the first player’s fantasy sports team and the
second player’s fantasy sports team.

FIG. 7 illustrates a flowchart of an example of a process or
method 700 for determining individual competition events
for one or more athletes occupying one or more active athlete
positions of one or more fantasy sports teams 1in a competi-
tion. In one embodiment, process 700 1s represented by a set
of mstructions stored 1n one or more memories and executed
by one or more processors or controllers. Although this pro-
cess 700 1s described with reference to the tlowchart shown 1n
FIG. 7, it should be appreciated that many other processes of
performing the acts associated with this illustrated process
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may be employed. For example, the order of certain of the
illustrated blocks and/or diamonds may be changed, certain
of the illustrated blocks and/or diamonds may be optional,
and/or certain of the illustrated blocks and/or diamonds may
not be employed.

In operation of one embodiment, the gaming system deter-
mines, for each of a first user-created fantasy sports team 7135,
a second user-created fantasy sports team 725, and a third
user-created fantasy sports team 735 in a competition, one or
more individual events for one or more athletes occupying the
active athlete positions of that fantasy sports team, as indi-
cated by block 710. In this embodiment, the gaming system
determines the individual events using a database 705 storing
the athletes’ associated designated historical performance
data. The gaming system determines a total team score for
cach of the fantasy sports teams based on the determined
individual events, as indicated by block 720. In this embodi-
ment, the gaming system determines the total team scores
using a scoring algorithm 745 that associates the individual
events with scores. The gaming system determines a winner
of the competition based on the total team scores of the
fantasy sports teams, as imndicated by block 730. The gaming
system determines and provides an award to the winner of the
competition, as mndicated by block 740. In this embodiment,
the gaming system determines the award using an award
database 755 storing data representing a plurality of potential
awards.

FIG. 8 1llustrates a tflowchart of an example of a process or
method 800 for enabling a player to create a fantasy sports
team and select athletes to include on the player’s fantasy
sports team. In one embodiment, process 800 1s represented
by a set of mstructions stored 1n one or more memories and
executed by one or more processors or controllers. Although
this process 800 1s described with reference to the tflowchart
shown 1n FIG. 8, 1t should be appreciated that many other
processes ol performing the acts associated with this illus-
trated process may be employed. For example, the order of
certain of the illustrated blocks and/or diamonds may be
changed, certain of the illustrated blocks and/or diamonds
may be optional, and/or certain of the illustrated blocks and/
or diamonds may not be employed.

In operation of one embodiment, the gaming system
enables a player to create a fantasy sports team or modily a
previously created fantasy sports team, as indicated by block
810. The gaming system displays a pool of athletes from
which the player may select one or more athletes to include on
the player’s fantasy sports team, as indicated by block 820. In
this embodiment, the gaming system includes a database 805
storing data representing the athletes 1n the pool of athletes
and the athletes’ associated designated historical perfor-
mance data. The gaming system enables the player to select
one or more of the athletes from the pool of athletes to include
ontheplayer’s fantasy sports team, as indicated by block 830.
When the player has finished selecting athletes, the gaming
system stores data representing the player’s created fantasy
sports team 1n a database, such as database 815, that includes
data representing any fantasy sports teams previously created
and saved by the player, as indicated by block 840. The
gaming system enables the player to enter the player’s created
fantasy sports team 1nto a competition, as indicated by block
850.

FIG. 9 1llustrates a flowchart of an example of a process or
method 900 for operating a competition that begins at a first
predetermined time and ends at a second subsequent prede-
termined time. In one embodiment, process 900 1s repre-
sented by a set of instructions stored 1n one or more memories
and executed by one or more processors or controllers.
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Although this process 900 1s described with reference to the
flowchart shown 1n FIG. 9, 1t should be appreciated that many
other processes of performing the acts associated with this
illustrated process may be employed. For example, the order
of certain of the 1llustrated blocks and/or diamonds may be
changed, certain of the illustrated blocks and/or diamonds
may be optional, and/or certain of the illustrated blocks and/
or diamonds may not be employed.

In operation of one embodiment, the gaming system estab-
lishes a start time and an end time for a competition, as
indicated by block 902. The gaming system enables one or
more players to enter their respective fantasy sports teams in
the competition, as indicated by block 904. Upon the arrival
of the start time, the gaming system closes the competition to
new entrants and begins the competition, as indicated by
block 906. The gaming system determines an individual event
for one of the athletes occupying the active athlete positions
of the fantasy sports teams 1n the competition, as indicated by
block 908. In this embodiment, the gaming system deter-
mines the individual event using a database 905 storing data
representing the athletes and the athletes” associated desig-
nated historical performance data. The gaming system dis-
plays an indication representing the determined individual
event, as indicated by block 910. The gaming system updates
a total athlete score of the athlete for whom the individual
event was determined, as indicated by block 912. The gaming
system determines whether the end time has arrived, as 1ndi-
cated by diamond 914. If the gaming system determines that
the end time has not arrived, process 900 returns to block 908.
If the gaming system determines that the end time has arrived,
the gaming system determines the winner or winners of the
competition and provides any awards, as indicated by block
916. The gaming system ends the competition, as indicated by
block 918.

FIG. 10 illustrates a flowchart of an example of a process or
method 1000 for enabling a player to create an on-demand
competition and invite opponents to join the player in the
on-demand competition, and for operating the on-demand
competition. In one embodiment, process 1000 1s represented
by a set of 1nstructions stored 1n one or more memories and
executed by one or more processors or controllers. Although
this process 1000 1s described with reference to the flowchart
shown 1 FIG. 10, it should be appreciated that many other
processes of performing the acts associated with this 1llus-
trated process may be employed. For example, the order of
certain of the illustrated blocks and/or diamonds may be
changed, certain of the illustrated blocks and/or diamonds
may be optional, and/or certain of the illustrated blocks and/
or diamonds may not be employed.

In operation of one embodiment, the gaming system
enables a player to begin a competition, as indicated by block
1002. The gaming system enables the player to invite one or
more opponents to play in the competition, and determines
whether the player invites an opponent to play in the compe-
tition, as indicated by diamond 1004. If the gaming system
determines that the player has not invited an opponent to play
in the competition, the gaming system enables one or more
players to enter the competition, as indicated by block 1006,
and proceeds to diamond 1010 (described below). If the gam-
ing system determines that the player has invited an opponent
to play in the competition, the gaming system determines
whether the invited opponent accepted the mvitation, as indi-
cated by diamond 1008. If the gaming system determines that
the invited opponent did not accept the mvitation, process
1000 returns to diamond 1004.

If the gaming system determines that the invited opponent
accepted the invitation, the gaming system determines
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whether a sufficient number of players have entered the com-
petition, as indicated by diamond 1010. If the gaming system
determines that a sufficient number of players have not
entered the competition, process 1000 returns to diamond
1004. It the gaming system determines that a sufficient num-
ber of players have entered the competition, the gaming sys-
tem closes the competition to new entrants and begins the
competition, as indicated by block 1012. The gaming system
determines an individual event for one of the athletes occu-

pying the active athlete positions of the fantasy sports teams
in the competition, as indicated by block 1014. In this
embodiment, the gaming system determines the individual
event using a database 1005 storing data representing the
athletes and the athletes’ associated designated historical per-
formance data. The gaming system displays an indication
representing the determined individual event, as indicated by
block 1016. The gaming system updates a total athlete score
of the athlete for whom the 1individual event was determined,
as indicated by block 1018. The gaming system determines
whether an end time has arrived, as indicated by diamond
1020. If the gaming system determines that the end time has
not arrived, process 1000 returns to block 1014. If the gaming,
system determines that the end time has arrived, the gaming
system determines the winner or winners of the competition
and provides any awards, as indicated by block 1022. The
gaming system ends the competition, as indicated by block
1024.

FIG. 11 illustrates a flowchart of an example of a process or
method 1100 for enabling a player to create a fantasy sports
team and select athletes to occupy the active and 1nactive
athlete positions on the player’s fantasy sports team. In one
embodiment, process 1100 1s represented by a set of mstruc-
tions stored 1 one or more memories and executed by one or
more processors or controllers. Although this process 1100 1s
described with reference to the flowchart shown in FIG. 11, 1t
should be appreciated that many other processes of perform-
ing the acts associated with this 1llustrated process may be
employed. For example, the order of certain of the 1llustrated
blocks and/or diamonds may be changed, certain of the 1llus-
trated blocks and/or diamonds may be optional, and/or certain
of the 1illustrated blocks and/or diamonds may not be
employed.

In operation of one embodiment, the gaming system
cnables a player to create a fantasy sports team or modify a
previously created fantasy sports team, as indicated by block
1110. The gaming system displays a pool of athletes from
which the player may select one or more athletes to include on
the player’s fantasy sports team, as indicated by block 1120.
In this embodiment, the gaming system includes a database
1105 storing data representing the athletes in the pool of
athletes and the athletes’ associated designated historical per-
formance data. The gaming system enables the player to
select one or more of the athletes from the pool of athletes to
occupy the active athlete positions of the player’s fantasy
sports team, as indicated by block 1130. The gaming system
enables the player to select one or more of the athletes from
the pool of athletes to occupy the inactive athlete positions of
the player’s fantasy sports team, as indicated by block 1140.
When the player has finished selecting athletes, the gaming
system stores data representing the player’s created fantasy
sports team 1n a database, such as database 1115, that includes
data representing any fantasy sports teams previously created
and saved by the player, as indicated by block 1150. The
gaming system enables the player to enter the player’s created
fantasy sports team 1nto a competition, as indicated by block

1160.
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FIG. 12 illustrates a flowchart of an example of a process or
method 1200 for enabling a player to create an on-demand
competition and invite opponents to join the player in the
on-demand competition, for operating the on-demand com-
petition, and for enabling a player to swap an athlete occupy-
ing an active athlete position of that player’s fantasy sports
team with an athlete occupying an 1mnactive athlete position of
that player’s fantasy sports team. In one embodiment, process
1200 1s represented by a set of instructions stored 1n one or
more memories and executed by one or more processors or
controllers. Although this process 1200 1s described with
reference to the flowchart shown in FIG. 12, it should be
appreciated that many other processes of performing the acts
associated with this illustrated process may be employed. For
example, the order of certain of the illustrated blocks and/or
diamonds may be changed, certain of the illustrated blocks
and/or diamonds may be optional, and/or certain of the 1llus-
trated blocks and/or diamonds may not be employed.

In operation of one embodiment, the gaming system
enables a player to begin a competition, as indicated by block
1202. The gaming system enables the player to invite one or
more opponents to play in the competition, and determines
whether the player invites an opponent to play 1n the compe-
tition, as indicated by diamond 1204. If the gaming system
determines that the player has not invited an opponent to play
in the competition, the gaming system enables one or more
players to enter the competition, as indicated by block 1206,
and proceeds to diamond 1210 (described below). I the gam-
ing system determines that the player has invited an opponent
to play in the competition, the gaming system determines
whether the invited opponent accepted the mvitation, as indi-
cated by diamond 1208. If the gaming system determines that
the invited opponent did not accept the mvitation, process
1200 returns to diamond 1204

If the gaming system determines that the invited opponent
accepted the invitation, the gaming system determines
whether a suificient number of players have entered the com-
petition, as indicated by diamond 1210. If the gaming system
determines that a sufficient number of players have not
entered the competition, process 1200 returns to diamond
1204. If the gaming system determines that a sufficient num-
ber of players have entered the competition, the gaming sys-
tem closes the competition to new entrants and begins the
competition, as indicated by block 1212. The gaming system
determines an individual event for one of the athletes occu-
pying the active athlete positions of the fantasy sports teams
in the competition, as indicated by block 1214. In this
embodiment, the gaming system determines the individual
event using a database 1216 storing data representing the
athletes and the athletes’ associated designated historical per-
formance data. The gaming system displays an indication
representing the determined individual event, as indicated by
block 1216. The gaming system updates a total athlete score
of the athlete for whom the individual event was determined,
as mdicated by block 1218. The gaming system determines
whether an end time has arrived, as indicated by diamond
1220. If the gaming system determines that the end time has
arrived, the gaming system determines the winner or winners
of the competition and provides any awards, as indicated by
block 1022. The gaming system ends the competition, as
indicated by block 1024.

If the gaming system determines that the end time has not
arrived, the gaming system determines whether one of the
players has chosen to swap an athlete occupying an active
athlete position with an athlete occupying an mactive athlete
position, as indicated by diamond 1226. If the gaming system
determines that none of the players have chosen to swap an
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athlete occupying an active athlete position with an athlete
occupying an mactive athlete position, process 1200 returns
to block 1214. If the gaming system determines that one of the
players has chosen to swap an athlete occupying an active
athlete position with an athlete occupying an mactive athlete
position, the gaming system enables that player to select
which athletes 1n which of the active and inactive athlete
positions of that player’s fantasy sports team to swap, and
swaps the selected athletes, as indicated by block 1228. Pro-
cess 1200 returns to block 1214.

It should be understood that various changes and modifi-
cations to the present embodiments described herein will be
apparent to those skilled 1n the art. Such changes and modi-
fications can be made without departing from the spirit and
scope of the present subject matter and without diminishing
its intended advantages. It 1s therefore intended that such

changes and modifications be covered by the appended
claims.

The invention 1s claimed as tollows:

1. A method of operating a gaming system, said method

comprising;

(a) causing at least one processor to execute a plurality of
instructions stored in at least one memory device to
receive a competition initiation request from at least one
of a plurality of players, each of the plurality of players
being associated with a separate fantasy sports team,
cach of the fantasy sports teams including a plurality of
athletes;

(b) 1n response receiving the competition request, causing
the at least one processor to execute the plurality of
istructions to initiate a competition including the fan-
tasy sports teams of the plurality of players and operate
with at least one display device to display the competi-
tion;

(c) for each of the fantasy sports teams, causing the at least
one processor to execute the plurality of instructions to:
(1) for each of one or more of the athletes on said fantasy

sports team:

(A) determine a cumulative simulated performance of
said athlete based on designated historical perior-
mance data of said athlete, and

(B) determine a cumulative athlete score of said ath-
lete based on the determined cumulative stmulated
performance of said athlete; and

(1) determine a total team score for said fantasy sports
team based on the determined cumulative athlete
scores of said one or more athletes on said fantasy
sports team;

(d) causing the at least one processor to execute the plural-
ity ol instructions to determine which of the fantasy
sports teams has the highest total team score; and

(e) causing the at least one processor to execute the plural-
ity ol instructions to operate with the at least one display
device to display one or more awards to be provided to
the fantasy sports team having the highest total team
score, at least one ol the awards being a monetary award.

2. The method of claim 1, which includes, for each of the

fantasy sports teams, causing the at least one processor to
execute the plurality of instructions to, for each of the one or
more of the athletes on said fantasy sports team, determine the
cumulative simulated performance of said athlete: (a) inde-
pendent of a cumulative simulated performance of any of the
other athletes on said fantasy sports team, (b) based at least 1n
part on a cumulative simulated performance of one or more of
the other athletes on said fantasy sports team, or (¢) based at
least 1n part on the cumulative simulated performance of one
or more of the athletes on one or more of the other fantasy
Sports teams.
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3. The method of claim 1, which includes causing the at
least one processor to execute the plurality of instructions to
receive a fee from each of the players prior to mitiating the
competition.

4. The method of claim 1, which includes causing the at
least one processor to execute the plurality of instructions to,
for each of the fantasy sports teams, for each of the one or

more of the athletes on said fantasy sports team, determine the
cumulative simulated performance of said athlete based on
the designated historical performance data of said athlete by
determining at least one individual competition event for said
athlete for said competition.

5. The method of claim 4, which includes causing the at
least one processor to execute the plurality of instructions to
operate with the at least one display device to display an
indication of the at least one individual competition event.

6. The method of claim 5, which includes causing the at
least one processor to execute the plurality of instructions to,
for each of the fantasy sports teams, for each of the one or
more of the athletes on said fantasy sports team, determine the
cumulative athlete score of said athlete based at least in part of
the at least one individual competition event.

7. The method of claim 1, which 1s provided through a data
network.

8. The method of claim 7, wherein the data network 1s an
internet.

9. A gaming system comprising;:

at least one processor; and

at least one memory device storing a plurality of instruc-
tions which, when executed by the at least one processor,
cause the at least one processor to:

(a) recerve a competition initiation request from at least one
of a plurality of players, each of the plurality of players
being associated with a separate fantasy sports team,
cach of the fantasy sports teams including a plurality of
athletes;

(b) 1n response recerving the competition request, initiate a
competition including the fantasy sports teams of the
plurality of players and cause at least one display device
to display the competition;

(¢) for each of the fantasy sports teams:

(1) for each of one or more of the athletes on said fantasy
sports team:

(A) determine a cumulative simulated performance of
said athlete based on designated historical perfor-
mance data of said athlete, and

(B) determine a cumulative athlete score of said ath-
lete based on the determined cumulative simulated
performance of said athlete; and

(1) determine a total team score for said fantasy sports
team based on the determined cumulative athlete
scores of said one or more athletes on said fantasy
sports team;

(d) determine which of the fantasy sports teams has the
highest total team score; and

(¢) cause the at least one display device to display one or
more awards to be provided to the fantasy sports team
having the highest total team score, wherein at least one
of the awards 1s a monetary award.

10. The gaming system of claim 9, wherein the plurality of
instructions, when executed by the at least one processor,
cause the at least one processor to, for each of the fantasy
sports teams, for each of the one or more of the athletes on
said fantasy sports team, determine the cumulative simulated
performance of said athlete: (a) independent of a cumulative
simulated performance of any of the other athletes on said
fantasy sports team, (b) based at least in part on a cumulative
simulated performance of one or more of the other athletes on
said fantasy sports team, or (¢) based at least in part on the
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cumulative simulated performance of one or more of the
athletes on one or more of the other fantasy sports teams.

11. The gaming system of claim 9, wherein the plurality of
instructions, when executed by the at least one processor,
cause the at least one processor to receive a fee from each of 5
the players prior to imtiating the competition.

12. The gaming system of claim 9, wherein the plurality of
instructions, when executed by the at least one processor,
cause the at least one processor to, for each of the fantasy
sports teams, for each of the one or more of the athletes on
said fantasy sports team, determine the cumulative simulated
performance of said athlete based on the designated historical
performance data of said athlete by determining at least one
individual competition event for said athlete for said compe-
tition.

13. The gaming system of claim 12, wherein the plurality
ol 1nstructions, when executed by the at least one processor,
cause the at least one processor to cause the at least one
display device to display an indication of the at least one
individual competition event.

14. The gaming system of claim 13, wherein the plurality
ol 1nstructions, when executed by the at least one processor,
cause the at least one processor to, for each of the fantasy
sports teams, for each of the one or more of the athletes on
said fantasy sports team, determine the cumulative athlete
score of said athlete based at least i part of the at least one
individual competition event.

15. A non-transitory computer readable medium storing a
plurality of instructions which, when executed by at least one
processor, cause the at least one processor to perform a
method comprising:

(a) recerving a competition initiation request from at least
one of a plurality of players, each of the plurality of
players being associated with a separate fantasy sports
team, each of the fantasy sports teams including a plu-
rality of athletes;

(b) inresponsereceiving the competition request, initiating
a competition including the fantasy sports teams of the
plurality of players and causing at least one display
device to display the competition;

(¢) for each of the fantasy sports teams:

(1) for each of one or more of the athletes on said fantasy
sports team:
(A) determining a cumulative simulated performance
of said athlete based on designated historical per-
formance data of said athlete, and
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(B) determining a cumulative athlete score of said
athlete based on the determined cumulative simu-
lated performance of said athlete; and

(1) determining a total team score for said fantasy sports
team based on the determined cumulative athlete
scores of said one or more athletes on said fantasy
sports team;

(d) determining which of the fantasy sports teams has the

highest total team score; and

(¢) causing the at least one display device to display one or

more awards to be provided to the fantasy sports team

having the highest total team score, wherein at least one
of the awards 1s a monetary award.

16. The non-transitory computer readable medium of claim
15, wherein the method includes, for each of the fantasy
sports teams, for each of the one or more of the athletes on
said fantasy sports team, determiming the cumulative simu-
lated performance of said athlete: (a) independent of a cumu-
lative simulated performance of any of the other athletes on
said fantasy sports team, (b) based at least 1n part on a cumu-
lative simulated performance of one or more of the other
athletes on said fantasy sports team, or (c) based at least 1n
part on the cumulative simulated performance of one or more
of the athletes on one or more of the other fantasy sports
teams.

17. The non-transitory computer readable medium of claim
15, wherein the method includes receiving a fee from each of
the players prior to initiating the competition.

18. The non-transitory computer readable medium of claim
15, wherein the method includes, for each of the fantasy
sports teams, for each of the one or more of the athletes on
said fantasy sports team, determiming the cumulative simu-
lated performance of said athlete based on the designated
historical performance data of said athlete by determining at
least one individual competition event for said athlete for said
competition.

19. The non-transitory computer readable medium of claim
18, wherein the method includes causing the at least one
display device to display an indication of the at least one
individual competition event.

20. The non-transitory computer readable medium of claim
19, wherein the method includes, for each of the fantasy
sports teams, for each of the one or more of the athletes on
said fantasy sports team, determining the cumulative athlete
score of said athlete based at least 1 part of the at least one
individual competition event.
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